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V V biggest video games exhibition In the entire w 
volume of new Saturn games on offer was incredible 
Saturn versions of Vlrtua Cop a, VF Kids and Sonic X-t 
tally astounding VFj (which drew huge crowds throu 
Saturn internet connection kit and tons of other new 
able to read about further in the Issue. Probably 
the most exciting announcement made at the 
show was that the Saturn's price is dropping yet 
again to just £199, Believe me, this Christmas' 
video games war is going to be very interesting 
indeedl In the meantime though, just take a look at 
all the brilliant new stuff In the Issuel 
Sam Hickman, Editor 
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SONIC l&BACK! 



Yep, as reported in our last issue, Sonic is about to make a comeback of 
gigantic proportions! Scheduled for a Christmas release, Si 
already up and running and true to previous Sonic releases is looking 
absolutely great! To celebrate his born-again fame, Sonic held his very own 
party in Los Angeles at theme bar, the House of Blues. Despite Tails' absence, 
all the other Sega bigwigs were there including members of AM2, and both 
Sega America and Sega Europe heads. Sonic helped dole out golden rings am 
Sonic tattoos to the partygoers and Sega's American CEO Tom Kali 
started the proceedings by performing a blues-brother-esque dance (com 
plete with hat and dark glasses) and making an extravagant spa 
freniied American partygoers (cue excited yelps of "Way lo go. T 
Yaaaay, Sega!" and "We love Sooonnniccc!" from the entranced i 



ee). 



claims throughout the evening, but it 

1996 will be an aggressive year for them. Kalinslie announced. "W' 
want to be the leader In the world of interactive entertainment in 
and out of the home. We are going to win the hi-tec console war t 
this Christmas both here in the US and abroad. In the future we w 
product in every home. We will sell more than 1.5 million units this year 
the domestic base to over 2.1 million units ... this means 3a bit Saturn sa 



kit, something Sega 
clearly have high hopes 
for. "This truly could be 





games are already in development for the 
netlink. with around ten games being made 
available by Christmas. Developers already 
igned up are GT, Westwood studios, Interplay 
nd Accolade. 

Kalinske then went on to talk about the soft- 
e that will be available for Saturn this year, and 
;ain set a high standard for the machine's games. 
"Frankly the software you'll see on Saturn this fall for 
Sega and the third party cc 
thing on Playstation becaus 
the Saturn's CPI 
it." And In 
iCHTS. he commented, "Naka san has 
againl We think NiCHTS will do for 
what Sonic did for Gen 
onduded his speech by givi 




HIT! 



'For more Sonic news turn to our special Sonic feature on page 32. 
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SEGA TEEVEE! 

A; part of their world domination plan, Sega have alto unveiled a new trade trailer 
of Sonic X-treme for broadcast in the US. The ad features none other than a very 
disgruntled Mario taking a look at the new Sonic game and becoming very exas- 
perated indeed at the general quality and }D-ness of the proceedings. Luigi calls 
him an "idiot" and wonders just how Mario ever got himself into games in the 
first placel The ad then focuses on the mock Mario's face as he pronounces "Sega 
scream" in a very meek voice. Don't expect to see this ad over here though - Sega 
Europe have their own plans this autumn. 



HOW THE PRICE 
WAS DECIDED 

The Sony PlayStation's price drop came as a surprise to everyone at the show, 
although Sega had heard rumours before the show that this could happen. A cross- 
continental meeting was immediately set up via telephone between Sega America 
representatives and Sega Japan, and the final announcement of a S«?a Saturn was 
made at 6am American time on Friday, the second day af the show. A spokesman for 
Sega's Tom Kalinske commented, "This pricing action has always been part of our 
overall strategic plan" Angela Edwards, Sega's manager of Public Relations said. "The 
bottom 'ine'S we don't want the price point to determine the game player's choice of 
a system. Let's don't play penny games. We wont consumers to know it's the game 
that determines which system is better and nothing else matters.'' 

Luckily, the decision was undertaken by Sega Europe to follow in the US's foot- 
steps and bring a £igg pricepoint to the UK too meaning that the machine has now 
broken through the "magical" 1200 price point that most retailers believe is needed for 
the machine to go moss market To us. it seems impossible that either of the machines 
will drop again in price, so from now on. at least the console war will be fought on an 
even footing - with the focus being more on what really matters - the gamesl 



VF3 WOWS THE PUNTERS! 
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One of the most exciting attractions at the show w 
Fighter 3 on the Sega stand. This was the first time 
demo outside of Japan, and it attracted huge crowc 
of the show. In fact, Sony had rigged up a huge vidt 
s, which was placed almost parallel to the VF3 
crowd turned their backs on it to watch VF3 instead 
fifteen times smaller! 

The demo was running off an actual Model 3 board and scrolled through 
several of the characters, including Jeffry. Pai, Lau, Jack) 
yone who saw the demo said it was thi 
they had seen at the show, and some of the effects on the chai 
absolutely breathtaking. For instance, the movement on Aoi as she performed 
traditional Japanese dance was completely fluid and was topped off by realisti 



facial movements and a costume that flowed and rr 
tather than looking like "cardboard" clothes As fort 
; incredibly fast and the detail is mi 



the I 



At the time of writing, there were no playable 
versions of the game up and running, but it is 
thought that the first playable * 
unveiled by AMI within the neit few months 

:r, playable or not, the demo proves 
just how powerful the Model 3 board is - if 
people were astounded by this demo, imag- 
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SEE THE WORLD! 



As predicted by SEGA SATURN MAGAZINE some months ago, the internet connec- 
tion facility for the Saturn was finally unveiled at the E3 show! The Sega Saturn 
Net Link, a modem and browser peripheral brings the internet to the Saturn and 
allows you to get on-line via the TV. This means that when the peripheral is 
launched, every Saturn owner will have the chance to use the world wide web ser 
vice, email and they'll also be able to play specially created network games 
(among them Baku Baku Animal and the rumour of Command and Conquer), 

The actual peripheral is a 38.8bps speed modem, combining a net browser, which wi 
go on sale in the States this autumn for S199. A UK release date isyet to be confirmed. 

The actual package plugs into the cartridge port of the Saturn, and included 
in the package is CD-based HTML software that allows the Saturn to access inter- 
net sites. At the moment, the add-on will be able to utilise a standard PC b 
the use of an adaptor, although Sega will be bringing out their own keyboard and 
mouse shortly after the peripheral is launched. For those without the access to a 
PC board, Sega have created a virtual keyboard and a space magnifying function 
that users will be able to send email and look at information on screen at the size 
they require, rather than having to squint at tiny text on a screen. 

When buyers decide to goon line they will receive one month's worth of free service, 
then in subsequent months, the fee will be from S19.9S every month. 

There were plenty of chances to test the peripheral out at the show, and 
information retrieval was fairly fast, but more than that, it was really easy to use. 
In fact, the only problem we can see with the system at all, is that due to the 
Saturn's memory capabilities, it will be nigh on impossible to store information, 
although there are rumours that Sega are developing a disk drive for use with the 
peripheral. Other than that, a spokesman for Sega at the show said that they were 
also utilising a "bookmark" system whereby users can return to the information 
they require as soon as they're on the net, which again, would go someday to solv 
ing the "memory" problem. Anyway, as we said, there's no release date planned 
for this one in the UK at the moment, but Sega are hoping to get it on sale before 
Christmas of this year, at a price to be confirmed. 



NEW CONTROLLER 
UNVEILED 

Revealed at the show was a new analogue joypad, 
specifically designed for use with 3D games. The as 
yet untitled controller features the usual direction- 
al pad plus six buttons, but oiso has a rollerbaii d- 
pad placed above the usual d-pad. This makes it 
much easier to ploy 3D games such as NiCHTS and 
the forthcoming Sonic X-treme, and after the initial 
minutes that it takes to get used to the control 
system, it proves to be a completely natural way to 
play any 3D game. It's likely that the pad will go on 
sale at the some time as the UK version of NIGHTS 
-which with any luck should be September $- 



GOLF ANYONE 

Saturn owners missed out on last year's 
conversion of PGA as at the time EA 
weren't converting titles for the Saturn. 
But luckily, goff fans will ha' 
concern this year as the legendary PGA 
will be making its way to Saturn in the 
closing months of this year. Vep, SO rt's 
goodbye to all those cacky gotf sims that 
you've had to put up with in the last yeai 
and hello to a top quality game (hopeful 
ly ). Anyway, rt seems that people were a 
bit disappointed with last year's PGA, so 
the engine has been overhauled for this 
game too, so you can expect to see some 
thing a bit different this time. 
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BUBSYGETSON 
THE BANDWAGON! 

If you were an avid Mega drive fan, you II probably remember Bubsy- he appeared 
in two platform games a couple of years back and enjoyed minor success son most 
16-bit systems. Well, anyway, he's back and as is something of a prequirement in 
these days of 32bit gaming, he's in his very own 3D game. Yep. although the main 
sprite looks exactly the same as he did in the Megadrive titles, the game has 
changed incredibly, with all of the action taking place in a 3D environment. 

At the moment, the game is still in the very early stages of develop- 
ment, but there was a playable version up and running at the show - the 
character runs around a series of flatly coloured environments, jumping on 
enemies and picking up bonuses - much in the same way as Bug, although 
it has to be said that Bubsy is in no way comparable to 
Segasoft's game at this moment. 

Anyway, with a lot of development time still left to go. it's 
te possible that Accolade will turn out a good product by 
"ie time the game's ready for 1 

sonic on the way and as Accolade don' 




with titles si 
t actually have a 



probably be released through Warner 



' ^ ^^^^^^ 



SCAVENGER STYLE 

Once again, Scavenger proved a force to be reckoned with, showing off a whole bunch 
of titles -all of them Saturn bound over the next year. Amok and Scorcher are still yet 
to be finished, although both should be out by summer, but ft seems that Scavenger 
have even more impressive stuff on the way. Probably the most stunning title on offer 
was Into the Shadows, a 3D slash 'em up adventure {not Doom style) with huge sprites 
and a very dark feel to the proceedings. A playable version was up and running at the 
show and proved to be incredibly smooth and pretty fast too. A running demo is also 
apparently available on Scavenger's web site, so if anyone's on line they can get a sneak 
preview of things to come. 

Also on show was Tarantula, a game which obviously features a giant spider as its 
main attraction. Again, huge sprites were displayed and the motion of the arachnid 
was very realistic indeed. A small demo was playable which allowed you to test out the 
spider's pouncing motions as well as exploring the environments, and although plenty 
of other developers also seemed to be using spiders in their games, Scavenger's effort 
was easily the most impressive. 

Terminus and Aqua were the other products on show, the former was a rolling 
demo of a bondage-clad woman in yet another dark setting - looking pretty good even 
though it's an early version. The latter is quite difficult to define at the moment, but is 
set underwater and features some amazing translucent effects. We should be able to 
get hold of more information on both of these products within the next month. 




BUG'S BACK FOR MORE! 

Another of Sega's high profile projects unveiled at the show ivos Bug Tool, the sequel to 
Sega's hugely popular platform gome, Bug! We managed to catch up with Bug's pro- 
ducer, Steve Apour. and he informed us that there will be more emphasis on 3D play 
than in the last game and that they were also looking into the difficulty of the original 
title - and thinking of changing it for the sequel. We managed to get a quick ploytest of 
the game, and true to their word, the developers down at Segosoft have certainly made 
more use of 3D, and the graphics look much more tidy too. 

In this sequel there's 0 choice of three different playable characters - in addition to the origi- 
nal Bug! character, there's a severities big hair loon type by the name qfSuperpy and there's 0 little 
maggot dog too They all have different strengths and weaknesses as you'd expect although you 
don't have to choose a particular character to get through 0 specific level. 

Anyway Bug Too! is loads more in-depth than the first game, and looks pretty 
stunning graphically, even though the title is barely more than 20% complete. In 
fact,it's not even due out over here until around December, so it's likely that coverage 
an this one won't begin until later in the year. 



Sony hold a press conference, and announce they are slashing 
the price of Playstation hardware from $20,9 and £299 to $199 
and £199 in the UK. 




RULE THE WORLD! 

Displayed on both the Virgin and the Sega stands, was the very first version of 
Command and Conquer on the Saturn. As anyone with a PC will no 
know, this was the biggest selling game in Europe in 1996, and has 
awards (not to mention a bit of controversy over its notorious ad ca 
in-depth gameplay. 

The game is strategy-based, with the aim being to conquer lands with 
help of your expert army. After building up your manpower, you can assign 
them certain tasks which they'll then carry out right down to the last order, 
using various weapons to get the job done. There's plenty of cut scenes to spi 
the action up and you can play either against other people or against the 
computer - opponents will also be attempting to claim tile land as their 
Anyway, it's' all a bit like Risk if anyone has heard of that, except that th 

There's rumours that this will be among the first batch of g. 
e Saturn's Netlink and it this is true, It could easily make this o 
1 1 i rig Saturn games of the year. Next month we should be able 
ir hands on a playable version, and with any luck 
n the game. 




MICRO MACHINES RETURNS! 



Top Megodrive developers Codemasters signed o deal with Sega I just before the £3 
show) which allows them to publish all their top titles on the Saturn! At the 
moment, it seems as though Micro Machines and Sampras Extreme tennis will be 
making their way to the Saturn in the next few months, although Micro Machines 
was the only product available to playtest at the show. 

Although the programmers decided to utilise 3D for the latest version, it was 
good to see that all the brilliant payability from the last three versions was still 
evident in the game - in fact it remains almost identical in terms of payability 
where the races take place in different rooms of a house, plus levels out in the gar- 



it differs pom the 16-bit versions , 
els, with huge drops In between si 



den and around the toilet rim. I- 
races are played over different si 
track and multi-angled viewing. 

There's no doubt that Micro Machines is going to be a huge hit when it' 
released this Autumn, although it has to be said that the programmers have 
huge amount of development time to catch up on - the game is already 
playable on the Playstation and Codies are hoping for a simultaneous or as 
near as possible release for Saturn. Look out for a showcase within the next 
couple of , 



Of 
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TIME ATTACK FINISH! 

Al last! After six months of ceaseless rally driving, our Sega Rally Time Attack 
competition has reached its conclusion. 'So where are the results?!' we hear 



because it's all over, finished and done with If yoo dosenchnany more entries 
we'll be forced to come round your house and turn all the furniture upside 
down to confuse you. 



\ ^ J 




DEM BONES 

Another title deep in development from Segasoft is Mr Bones, on adventui 
game featuring a skeleton. In Ms nor- 
mal stringy state, Mr Bones is a pretty 
useless kind of guy, but by rearranging 
his bones in all kinds of inventive 
ways, he can do things he would previ- 
ously only dreamed about! Part of the 
game was playable at the show, 
although there's loads of development 
time left to go on this one - in fact It's 
unlikely to see a release until the dos- 
ing months of this year! 




ONE TO WATCH! 

A t ouple of months ago we brought you ihotl of tha than in develop- 
ment version of De< athlete , an arcade til la developed mine; the ST- V 
board. Wall, the game is naertng lompletion and should do really wall, 
ai It'i released In tlma tot tha Olympic Games. Mora exiting though If 
tha imwi that tha Saturn version will appaar in Japan almost simultane- 
ously and should be in tha shops by mid-July. There's alio plant to 
release tha game In Europe In a couple of month) tlma, and work ha* 
already begun on a PAL conversion. So, you tan definitely expect to see 
a showcase on t ho tit la In our next issue 



FORMER SOVIET 
UNION SEES STRIKE 

One of the most impressive, yet understated games at the show had to be 
Electronic Arts" Soviet Strike, the fourth game in the Strike series and the 
first on a next generation system. 

Created by the developers of the original game, this fourth install- 
ment takes place in the former Soviet Union, where you're drafted in once 
again to catch the bad guys and complete very specific mission objectives. 
The game's developers decided not to take the fashionable option and 
make the game a first person perspective adventure, instead, sticking to 
the traditional overhead gameplay. which serves the game very well 
indeed. However, despite using similar play mechanics, Soviet Strike looks 
distinctly different from the other three games in that the graphics are 
completely updated, with loads of detail on the helicopter and the ter- 

We had a quick playtest of the early game at the show (at the 





THIS YEAR'S BEST SELLER? 



FIFA gam 



? a complete show report without the Incl 
t Vep, EA are preparing this 



and a: 



r, the early v< 



s that 



ment will be every bit as good as the previous four versions of the game, and 
this time, the developers have decided to give both the game engine and trie 
graphics a bit of an overhaul and the result is a much smoother, deeper 
game than before, with vastly improved graphics. Vou can bet that this is 
going to be yet another amaiing success for EA come December - the magi- 
cal FIFA can't possibly faill 



Sega follow in Sony's footsteps and after all-night 
telephone calls to Sega Japan, decide to slash their 
point to $199 too. There's no mention of a UK price 
though. 



Sega Europe are still undecided over the pncepomt of the UK 
Saturn. There's talk of pack-in deals at £249 and a standalone 
at i 100- but no decision is made. 




MORE SOCCER FOR SATURN! 

Worldwide Soccer has been around on trie import scene for a couple of months 
already under the name of Victory Coal 2 - but hey don't let that put you off, 
this is nay better than anything in the first gome! in fact, by ail accounts, this 
could just turn out to be the footie game of the year -the graphics are brilliant, 
the gameplay beats the pants off anything seen on any other system, and even 
better, Sega are hoping to have it released in this country in time for Christmas! 
Work on a PAL conversion has commenced, and it should be 0 pretty easy task, as 
it's unlikely that the gameplay will change much - any alterations will probably 
involve the teams more than anything else. Anyway, we can't bring you much 
info on this one at the moment, but believe us. the is going to be absolutely huge 
Christmastime! 




STREETRAGER 
BLASTS ON TO SATURN 

Following Ubltoft's 16 bit hit with Street rater, the Frtnth development company 
have decided to port the gam* across to the Saturn. The cartoon-based racing 
game will feature improved graph ici and will even utilise and eight-player ipllt 
screen option, tomething which wii unfortunately unavailable for playtaft at the 
show. This li scheduled for an Autumn release and provided the multi-player 
option is up to icratch, It should prove very popular. 




Remember Probotector on the Megadrive? It was a huge hit for both Megadrive 
and SN£S, and in a fit of brilliance. Konami have decided to convert it to the Sati 
too! And, while the graphics are much more detailed than any version seem 
before, the gameplay remains as riveting as it ever was, and Korvamihave also 
decided to include a special 3D option which requires the player to wear special 
specs (included with the game). It's difficult to say how well this option will wor 
but hey, if you don't like it, you can always 
off and play the garr 



WORK FOR 





Enthusiastic games players required for vacancies in the software 
evaluation department. Applicants must live in the London area 
and be aged 16 or over. An ideal opportunity to get started in the 
video games industry. 

NO PHONE CALLS. 

Send CVs to: 

J. Cumber batch. Senior Test Manager. 
Sega Europe, 226-270 Gunnersbury Avenue, 
London W4 5OFJ. 
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DUKE NUKEM 3D 

Distributors CT, fast becoming known as "the company with all the Doom games" 
have announced yet another first-penon perspective shoot 'em up to add to their 
collection. Duke Nukem 3D, already released on other formats, was signed up for 
release on the Saturn at the show, and although there was no version of the game 
available to playtest, should do really well when It's released In the Autumn. 

Although the game utilises a standard Doom engine, it differs from ID'S 
games in that there's more blood, multi-layered levels, the game plays raster 
and the character can do things like go to the toilet and swear a lot. 
Obviously, the game will receive an 18 certificate in this country. But even if 
you're younger, you probably wouldn't want to miss It at a 
Christmastime when It's relei 





BEEN PUT 
BAKU BAKU 

Baku Baku Animal should finally be hitting the shops 
any day now, and will go on sale for [29.99. Buy 't ncn 



m 



1 If; 



Sega announce that the UK Saturn's price will also drop to £199! 
Much dancing and jubilation is undertaken by anyone thinking of 
buying a Saturn! 



BEGINS ON MANX! 



per second) into the gameplay, and although Sega haven't confirmed this is 
something that they're aiming for. Work has already begun on the conversion, 
ely that we'll be able to get hold of any streenshots for a couple of months at 
special top secret team are working on the project. Anyway, sorry that there's no pictures 
for this one yet, but here's a couple from the arcade anyway, just to remind you of what 
game looks like. 



iu know, If you're really lucky, 
hi get to see the very first sc 
ts of this iteit month. Then again You 
may have to wait a hit longer, it all depends. 
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16-BIT GETS SONIC 
AND VIRTUA FIGHTER 



Yes, you did read that right. Virtua Fighter will be r» 
Megadrivel An announcement was made at the E3 s 
will appear on 16-bit this Christmas, although no ve 
were available at the time of going to press. It appc 



sased on the 

ow confirming that VF 

rs that Virtua Fighter 



will be renamed Virtua Fighter Animation and the graphic 
to more "Streetfightery" characters and will not uti 
any of you still have a soft spot for 16-bit, you may 
later on In the year. 

As for the 16-btt Sonic game, Sega have done the Megadrive proud with 
an absolutely stunning adventure entitled Sonic 3D. Obviously, the game is 
completely 3D and although there's more freedom of movement. It plays in 
a very similar way to previous Sonic games. Another one due for a Christmas 
release, this looks as though it's Sega's "goodbye" to the Megadrive and 
already looks set to sell by the bucketload. 




MANX MIX I 
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By 




















4 


Virtua Cop (game and gun) 


Sega 


5 


NFL: Quarterback Club 


Sega 


6 


X- Men Children Of The Atom 


Acclaim 


7 


FIFA '96 


Electronic Arts 


8 


Sim City 2000 


Sega 


9 


0 


Acclaim 


» 


Wipeout 


Sega 
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Streetfighter Alpha 






Virtua Fighter Kids 












Baku Baku Animal 


Sega 




Virtua Fighter 2 


Sega 




Panzer Dragoon 2 


Sega 




Sega Rally 


Sega 




Loaded 


Gremlin 




Gungriffon 


Sega 




Need for Speed 


EA 


READER CHARTS 


1 


Sega Rally Saw '""'Z" 


2 






1 








Virtua Cop 


Sega 




DaytonaUSA 


Sega 




Euro '96 


Gremlin 




Panzer Dragoon 


Sega 




Wing Arms 


Sega 




X-Men 


Acclaim 




Mystaria 


Sega 



If you would like to see your chart features, send in your top ten to READER CHARTS, 
SECA SATURN MAGAZINE, PRIORY COURT, 30-33 FARRINCDON LANE, LONDON EClR 
3AU. Anyone who has their charts printed will receive a game for their troublesl 
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Games that wear flares! 


TTT^^B 1 Crumbly coin-apt of ■ long ago age. 

1 Watching one of those Make 'Em Laugh compilations D 
or ancient Carry On and Tony Hancock sketches Everyone thought were really 1 
funny in the Sillies. 



I Id people tell you all sorts of lies 
| about how much better everything 
is when they were young. You 




I bread tasted better, the sunsets 
I redder etc etc etc. What they gener- 
ally neglect to mention is that they were constantly 
burgled, ate bits of dead fieldmouse and watched 
cities burning brightly in the Blitz. Such is 
the seductive poi 
rules apply when talking about old games. Weary 
games hacks (ie - us) can ramble on for hours about 
how great all the ancient Spectrum titles are (espe- 
cially Dave, retro games king), even the ones which 
n then, crap. One of the names which 

Irem. Irem ate one of thi 
old games biz, as they're 
the longest-running software hous- 
es in the world. They're responsible 

ie of the famousest titles of 
the first flush of video games, 
producing innovative arcade 
machines such as Meti 
R-Type along the way. They 
obviously perpetrated the three titles on 
the first instalment of Irem Classics, a 
trip through history with (he wacky 
folks from Irem. The games on offer here are Zippy 
Race, Ten Yard Fight and the legendary Kung-Fu 
Master. 

All of these date back about ten ye; 
so as you can expect they're not quite on the cutting 
edge of polygon technology. Aah, readers, but this is 
back when games were games, featuring chunky 
colourful block graphics, not more than two buttons 



way of completing the run. Ten Yard Fight is, surpris- 
ingly, an American football effort. Not on the scale 
of John Madden or anything - you can't even pass 
the ball once you've completed kick-off or whatever 
it's called. Indeed, you never play in defence either. 
Basically, you either score a touchdown 
in the time limit and win or you don't. 

re to it than that 
- but not a lot. Kung-Fu Master holds a 
special place in the memory of any 
die-hard gamer The precursor to 
games like Streets of Rage (but with- 
out any screen depth), KFM asks you to 
traverse a series of horizontally- 
scrolling stages beating up 
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] template using i 
I premise for a gai 
Right up there 
and gardening 
rng. Well, 

you're completely wrong because Sea 
Bass fishing uses exactly that premise. 
Vep, you are hearing things right, we're 
a fishing sim here. Bizarre as this may s 
the moment, imagine for a minute the 



ecided tl 



-oifi- 



oyou might thinl 



would be a good idea 
a bit more to golf tha 
average Johnny McFish would tell you, that's just 
because you don't know fishing. 

Sea Bass Fishing would seem to be a testament 
to this, containing as it does complexities you'd never 
think of associating with 
a spot of theole' reel 'n' 
tackle. 

JVC are the compa- 
ny behind a UK release 
of the game. It's already 
proved quite popular in 
Japan, catching the more 



4j> SBSA SATURN 




qualities, and JVC hope it will absorb the golfing-style 
fan. Your dad basically. 

Sea Bass Fishing actually shares a few character- 
istics in common with the golfing game You'll notice 
the golf-style power bar which you use to cast your 
tackle, and the subtleties of which you must master 
to reel in a fish. It's also something to do with the 
leisurely pace of the game which sees you noncha- 
lantly sailing from place to place in search of the elu- 
sive Sea Bass — the most prized of an anglers catches 

Players choose between taking part in the illus- 
trious competition or simply fishing for fun 
off the coasts and estuaries of what we can 
only presume is Japan. Judging in the 
competition is based on the weight of 
fish, the kind of fish it is and how 
many you manage to capture within a 
particular time period. The 
advice of Dai wa (renowned fish 
ing gurus apparently) has been 



used to try and develop as realistic a feel to the game 
as possible. After getting up bright and early you 
select the captain of your boat and head out to one of 
a variety of destinations, remembering of course to 
pack your rod and range of tackles. 

When you get a bite, the action switches to an 
underwater scene where you witness your fish strug- 
gling to be 'the one that got away' Now's when your 
expertise in teasing and tricking the fish come to the 
fore. If you're having a rough time of it, the captain's 
thereto suggest an alteration of strategy and general- 
ly blather on about his or her adventures on the high 

simply a bit of novelty value or this there 
eally a game here? We'll save our comments for 
: review next month. For now though, take 
out those soggy sandwiches and your flask 
" lukewarm tea and wait for the first 
bite of the day! 
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Fight stars like some kind of 
drunken tramp at the Oscars! 



KM 



•Jl 



Conversion of the 3 DO title. 



u know the space ship that ; 
m the Saturn CD screen if yoi 
I for a bit? Well now's yourchai 
I fly it in combat it thanks to th 
I blaster by Telstar. Well, not qt 
r craft in Starfighter 3000 



that it matters, because all Starfighter 3000 wants 
you to do is DESTROY. 

There are fifty - in fact more than fifty- 
missions of doom contained within Starfighter Each 
number of objectives which you're 
any order you wish. But. and this 
fhich you complete 
n affects the way the rest f the level 
le. knocking out radar stations pre- 
lies from targeting missiles at you, 



iles at odd tangents whilst still fighting foes dead- 
head And that's not all - Telstar promise a surfeit of 
in reaction attacks, super weapons, 
experimental fighter 'planes and even bonus games 
to tickle your interest gland. 

So is Starfighter 3000 going to be an essential 
plasma-feast at the Devil's table, or is it the sort of 
game that'll have you wandering round your 
smashing things with a cricket bat chanting "bored 
bored bored"? Well, it 's not finished yet. so we can't 
tell you - but we will in a future issue. Promise, 




LOADED ?m 

Well do you cyber kids? Eh? You've come to the right place then because this here's the 
Loaded competition, and those kind souls at Gremlin have very generously offered to 
give away loads of prizes to celebrate the release of their blast 'em up extravaganza. 



As our review on page 62 will tell you, Loaded is a very fine game indeed. 
After perusing the screenshots you're probably getting very excited at 
the thought of mass gut-spilling bone-snapping action, but hold on there 
Trigger Boy because, like the characters in Loaded, you have a chance to 
beat the rap and get your hands on a copy without paying for it No we 
don't mean steam into your local games shop with a flamethrower and 
ultra bomb -you can win a copy! And that's not all 

nn |.. I So there you are, listening to your grunge 
| fit rKlbt favourites on that tinny single speaker Hirari 

' ' that your dad got from a Boot Fair for 60p. 

Well it needn't be like that you know, especially considering the fact that 
Gremlin are giving away a lovely new Sony stereo as the first prize in 
their competition, and what's more, you get a signed copy of the new Pop 
Wl Eat Itself album, 'Two fingers My Friend 1 , along with a copy of the 
game and the obligatory T-Srirt Pretty damn good I'm sure youH agree. 
There are also five rumers-up prizes which come in the shape of the 
game, wrapped in a lovely Loaded T Shirt ! 



THE QUESTION "Just tell me what I have to do!!!" we hear you 
maniacally along the telepathic highway. As usual it's all quite 
Just answer this criminally easy question: 




What s the name of the pistol wielding pirate in Loaded? 



Ok, now stick your answers on a postcard, back of an 
cereal packet etc. and send them in to LOADED COMPO, SEGA SATURN 
MAGAZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. 





Sample!, courtesy 
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'in football you've got Gazza, m 

Brookside you've got Bazza, but if you want the names 
of those Sega games then you've got to go talk to the 
Mazza!' Another day, another rhyme, introducing our 
regular spot with Sega's man in the know, Mark 
Maslowicz. He's been swanmng about E3 sipping cham- 
pagne and waxing lyrical about the Sega titles emerging 
this year, now he's back to the grindstone answering 
your questions. So, if you want to speak to our man on 
the inside write to SPY GUY, Q & A. SEGA SATURN MAGA- 
ZINE. 30-32 FARRINGDON LANE. LONDON. EC1R 3AU. 



have been playing Sega's , 



IT'S 
SUPERMAG 

Dear SSM, 



from your super mag 
1. Why do most next-gen racing games 
only have between three and six tracks when Fi 
PlayStation will have a huge 17? 
; Any news on Bug! i? 

3. Will there be any football management gam' 



4 Have Sega any plans to make 1 
not. what do you think about Theme Zoo? 

5 With heat em ups and racers in abundance on the 
Saturn, do you think it's time for a change? 

6 I like platformers but the ones on the Saturn are too 
hard, except maybe Clockwork Knight. Do you think 
there should be some easier games on the Saturn? 

Wayne Smith, High woods. Colchester. 



m game? If 



Saturn or a totally different sys- 



on my English 



are they and where are they to 

found? 

lund £100 at the moment I am considering 
ering wheel for Sega rally or the video CD 
card or the arcade stick or another gun for VC so my friends 
can play without the control pad (which quite frankly is 
boring and dull). Which one would you recommend? 
5. All my friends say that my games — VFi, VF2, Sega 
Rally and Virtua Cop are rubbish compared to 
PlayStation titles like Tekken. MK3 and Destruction 

John Beaumont, Rotherham. Sheffield. 

j t- 1 1f you want challenge try Bug!. 2 Different sys- 



buyingtr- 




FIVE WEEK FANATIC 

Dear SSM, 

I have had a new Saturn for five weeks now and I think 
it s great. Could you answer a few questions please? 
1 I am going to buy a new game soon (and not meanir 
to boast; have completed VF2 and Virtua Cop on hard 
mode and expert mode without any cheats, and found 
this very easy) so what would you suggest for more of 
challenge - WipEout. Clockwork Knight 2. Panzer 



our next playable demo CD due 
planned. 
Troy Welch, Leice 

*r 1 Ves. 1 Without. ) Corpse Killer Is out in the U5 
but wait for Virtua Cop 2, 4 Unlikely, but another 
company might. 5 No. 6 Be patient my child. 

EAGER GEEZER 

Dear Sega Saturn Mag, 

I own a Sega Saturn which I bought on the first day of 



■ally n 



, I have been very tempted by tt 
PlayStation since I saw Total NBA. and at one point 
eventhought about selling my Saturn. I know this s 
a bit drastic but I'm a desperate man! 
I soon came to my senses and decided to wait and see 
what the Saturn comes up with. I had heard that Sega 
sports were developing a game called NBA Action. 
Apparently this was supposed to be released by 
Christmas last year but I've heard nothing. Please, please 
please can you put me out of my misery and tell me 
roughly when it will be released, and is there a chance 
that it may match the PlayStations Total NBA Thanks for 

Ian Boynton, Crowborough, East Sussei 



is shown at the E3 and very well 
e It may not be as flashy as Total 



- NBA Ai 



plenty of e> 



bing! 



BANK HOLIDAY BLUES 

Dear Sega Saturn Mag, 

It's bank holiday Monday and I'm really bored so here' 
few questions for you; 

1. Since ditching my 32X for the fab Saturn I've had wi 
drawl symptoms from not being able to play Doom ai 
with the PlayStation having such a great version I wa: 

2 Will we see a version of Quake this year? 

3. How much longer will we have to wait for Alien 



I've had WipEout for a month 01 
lanaged to come third in Rapier 1 
low do 1 get to play Firestar, the I, 



S. Martin, Heaton, Newtastle-Upon-Tyne 
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Guns, as we all know, are evil and should be banned. But only real 
guns. Not the brightly-coloured obviously pretend guns you can get 
for the Saturn. These, in fact, should be venerated, because they're 
ace. And if you're lucky enough to have one, here's the best news 
you'll have heard since... urn... Virtua Cop. 



Virtua City is in peril once 
again. Despite having 
wasted every tingle living 
criminal on planet Earth 
on their last outing, the 
Virtua Cop > aren't ready to hang up 
their holsters Just yet. There's a new 
gang In town waking babies, 
pinching sweets and knocking on 
doors then running away. You might 
not think that sounds so bad - and 
Indeed It isn't. But this Infantile 
mischief Is merely a cover for the 
real action - an army of ai 
smugglers and armed robbers in 

armoured cars plotting to take over the town, having moved In from nearby 
Polygon*. on. This time out VCPD partners Rayge and Smarty are Joined by 
tough-talking lady cop Janet Marshall. She doesn't actually appear to do 
anything In the game, except maybe drive the car in the first level, but it 
it be nice for them to have a bit of company. 

e, tough-talking Janet isn't the only company the cops are 
keeping. They're also accompanied on their adventures by a multitude of evil 
hoods armed with gui 
chandeliers. But they' 

these less salubrious t 
going to have to pull i 
shooters again and co 
slaughter. Ho hum, it': 
copper in Virtua City. 

Once again Virtua Cop 2 takes place over 
three levels, each set in a different locale. 
However, unlike the original game only one of 
these is within the confines of Virtua City. The 

jnd and third stages take your Cops on a 
luxury cruise to a mystery foreign destination, 
although it's something of a working vacation 
with plenty of shooting involved in the trip. 

At the moment the Saturn cousins of the 
arcade roziers are trapped on the streets of 
their home town, as only one level of the ; 





lot going to get any 
;s sewn for them by 
npanions. They're 
their brightly-hued 
nence with the 
dog's life as an armed 



id litis crisp packets and dag 
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■PECT THE 
W-JREME! 

One of the 
ktE was the chance to 





we brought you stop press m 
new Sonic game. At the time we knew very little about it, 

I apart from the fact that it's in 3D and mould be ca 
Sonic X-Treme. At the E] In Los Angeles, Sega actually had ^ 
a working demo going, showing off what you can expect 
from this much anticipated title. Despite the fact that there ^LW 
I't any enemies in ft yet, players had 
the chance to get a feel of what it's going to be like 
controlling Sonic in a run 
anywhere jD environ- 
ment. In fact, that's 





with Sonic acting more 
like a tourist guide, 
showing off some of the 
settings you can expect 
from the new game. 
The team responsible 
for the latest Sonic install- 
ment are STI (Sega 
Technical Institute), and 
many of them have been 
involved in previous 

Sonic games. Headed by the game's producer Mike 
Wallis, they've been working on the game non-stop 
the past few months, looking to Autumn as a 
potential deadline. Let's hope sol 

SO WHAT'S NEW? 

Obviously the 3D makes quite a difference, enabling 
Sonic to move in absolutely any direction that takes 
his fancy. There are some changes as far as his moves 
are concerned as well. The spindash move is still 
there, but there's now another vaguely similar move 
called the spinslash. This sees Sonic perform a mid- 
air 360' attack with his spikes jutting assertively 
outwards. We don't know, but we presume this 
kind of attack will be more lethal than the regular 
spin attack. Another of Sonic '5 new skills is the ability to 
gs rather than just collect them to protect himself. Pretty great eh? 



do his stuff. That's 
right! ,and 
he's 

made the leap into .Now 
at last we can know the truth: 
from the front and 
back, is he as 



•0. i ■ ■ ■ ■ ■ ■ ■ 




1 He's blue! He's spiky! It can wily b 
1 Hedgehog, back far mora In 3D! 


Sonic the 






it 








months ago suggesting the concept of a 
Virtua Fighter Kid* game would have had you 
laughed right out of town. "What on Earth 
have you been reading?" people would have 
mocked, "What kind of pretence Is this you're 
trying to pull?" they would have scorned. Well if you did make 
up something like that to Impress your friends, 
doubtless you'll be feeling fully smugged- up right 
now, because AMI came up with the same awe- 
some idea, and the fruits of their tireless labour 
are now on their way to the Saturn. If you haven't 
played Virtua Fighter Kids In the arcade and feel 
you're missing out (which you are, because It's bril- 
liant), fear not, because SSM have the first pictures of 
the home conversion, and very lovely looking Indeed is 
^ rt too. 

Virtua Fighter Kids if one of the first products of the ST- 
V board, that clever piece of trickery developed by Sega to bring the 
arcade and the home game closer together, thanks to its inherent similar- 
ityto their beautiful Saturn console. The game itself is tied inexorably to 
Virtua Fighter z (the adult edition), with the same moves and combos 
translated in their entirety. However, a large and undeniably healthy 
dose of humour has been added to the proceedings by marrying 
this with Super-Deformed junior characters (le- they've got big 
heads and eyes and look all cute and innocent). It's the Virtua 
Fighter you could take home to mother. And, in case you're wondering 
about the morality of watching small children beat each other up, it's 
ill in a spirit of harmless playfulness and no-one realty gets hurt. 

Work on VFK has been progressing at a great rate of knots - 
despite the large number of top-class conversions also In progress 
for the Saturn - as these shots attest. Whilst the version pictured is 
a long way from finished it's already looking incredibly similar to 
rcade daddy (although perhaps the protagonists are a little too 
fc- parental analogies). Sega have assured that, despite the limit- 
ed availability of the coin-op over here, Virtua Fighter Kids is DtFINITElY 
going to receive a UK release and... AND, right... it'll probably retail at a 
pocket not-busting £29.99. Final details are yet to be decided, but that's 
the plan. So don't some moaning to us if it doesn't work out that way. 
Anyway, even If you've already got every Virtua Fighting title for the 
Saturn, Virtua Fighter Kids looks novel enough to warrant 
another purchase. We look forward to telling you about It in a 
forthcoming review - because that means we'll have been 
able to play it for ages. 
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WHAT'S YOUR POISON? 



chose the isometric 1 
perspective because it meant you 
could see more of the playing area 
and also you could see an arrow go 
through the chest and you can see the 
result from behind too. it's nice to see 
the world from that kind of 
perspective, then you can see what 
kind of carnage you've created and it 
gives you an opportunity to paint the 
world with blood and bodies." 



part of the level that seems impossible to get to, but will become accessible 
later on in the game. 

There's other hidden parts to the game too - sometimes you'll have to 
punch the wall out to get to them, or sometimes you'll have to flick a switch 
to deactivate a force field or open a screen. The good thing about this is that 
it all adds to the incredibly dark, tense atmosphere of the game. 

COMING TO A SATURN NEAR Y0U...S00N! 

At the moment, work on the Saturn version of Overkill is in its very early 
stages, and although it's been decided that from now 
on, Playstation and Saturn projects will be 
developed simultaneously, at the moment the 
Playstation version is much more advanced. 
However the programmers are certain that they 
can replicate the same effects on the Saturn and 
that the version should be out within a couple of 
months of the Playstation release. We'll be 
updating you on its progress until then, but it's 
already obvious to us that this Is going to do 
extremely well this Christmas! 



There's four playable characters in Overkill, and the way you use them is 
completely up to you. You can build up one character throughout the 
game, or you can use each character in turn, using their particular 
strength for a certain level. This effectively means that you have four 
lives, although there will be some form of save in the game - the 
programmers haven't decided whether it should be a password or 
automatic save yet. 

Each of the four characters has very different abilities: There's Kreeg, 
an earthling armsman with enhanced aggression. He's a mercenary with 
little time for anything other than earning his crust. He is, make no 
mistake, extremely violent, and likes nothing better than to blow away 
anyone who's not on his side. 

Then there's Quogg, a lumbering saurian with a pea for a brain, but 
who can perform incredible feats of strength. In fact, he prefers to kill 
with his bare claws rather than use a weapon. 

Jendryk is an Hyrkanian assassin famous for his stealthy attacks on 
the enemy, in fact he's so cunning, half the time they won't even know 
he's there. The team is completed by Althea Timmeron, a transhuman 
with a penchant for anything that burns. Naturally, she's an expert in 
highe: 





signed outside development companies 



TEK 



The first thing you'll notice about developers 47 TEK is 
that they're absolutely nuts about Martial Arts. In fact, 
it seems you can't work there without being involved 
in it one way or another - after all they do have a mar- 
tial arts centre slap bang in the middle of their offices. 
And if you talk to anyone there about their favoured discipline, 
they'll go overall misty eyed or they'll start high-kicking all 
around the desks. Most of the people that work there are either 
experts in their chosen field, or have taken an art up, under the 
experienced eye of Derek Mitchell, third dan black belt In tae 
kwon do, chief game designer and Kumite's producer. So, ft 
came as little surprise to me to hear that 47 TEK's debut Saturn 
title is a one on one fighting game encapsulating the feel of real 
martial arts. In fact, you won't find anything in the game which 
isn't a move from one of the martial arts. The title, Kumfte, ; 
replicate the feel of real martial arts and brings the world's great- 
est martial artists together in one tournament. The result of enter- 
ing the competition could quite possibly be fatal. 






SAM HICKMAN visited their headquarters 
Kumite 



47 TEK are also unique i 
that they're basically dedicated , 
to producing 3D fighting 
games. And when they say 3D, I 
they mean it - their aim is < 
view a game from any angle and 
to be able to play the game from 
any angle too. They're the only 
company we know of that have 
decided to pursue only one type of game, and this 
should stand them in good stead for future titles. 

DISCOVER THE TRUE MASTER 

At the moment, only two of the fighters have 
been programmed into Kumite, and development 
on those two characters is still in its early stages. 
However, what's already apparent is that the two 
contestants have very different fighting skills. 
Karambi, the defending champion, prefers the 
kung fu style Karimau Silat, while Navajo indlan, 
Marshall, prefers Capoeira, a close quarters mar- 
tial art. Both have entered the competition for 
very different reasons, but essentially, their aim is 
to win the tournament for the chance to fight and 
train with the ultimate martial artist, Master Lo. 
As with all the characters, Team 47 are aiming to 
program in real martial arts moves that are played 
in a spontaneous way - so you can change direc- 
tions in the middle of movements, or string combos together then change 
them at the last minute - just like in real life. And as the game should be 3D, 
you'll be able to side-step or backwards dodge your opponent in 3D space, 
giving the game much more realism than in MK3 or Streetfighter Alpha. 

As we mentioned, Kumite is still incredibly eariy in development, but with 
such a large team working on the project, it's likely that progress on the title 
will be storming ahead over the next couple of months. With any luck, we'll 
be bringing you an update on the game within the next couple of issues! 



BEEN AROUND THE WORLD 

47 TEK are quite odd as far as development companies go (and that's saying 
something considering the usual array of oddballs that tend to be employed 
in the computer game business). In addition to their martial arts obsessed 
San Francisco base, they work in conjunction with their Chinese counterparts, 
who are based in Taipei. The two companies work on one project at the same 
time, via the information superhighway. So, when one branch is finishing up 
for the day, the other is just starting - by putting the day's work on a huge 
network between the two companies, one team can begin where the other 
left off. This means that for Kumite there's around 60 people employed on 
the game and development is taking place 24 hours a day - so in all, there's 
much more development time crammed into one game than some other 
teams can manage. 
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Exclusive ^JiSI _:i'At Saturn Fighting Vipers!! 




Sometimes it's easy to forget just how many amazing Sega coin-ops are around at any 
one timaTher latest beat 'em up success is just around the comer for Satum owners. 
We got these shots through just before going to press andjusthadtogettheminthemag. 



nidstof the current frenzy surrounding the news of Virtua Fighter 
Kids and Sonic Fighter - both as coin-ops and the revelation both are on 
their way to the Saturn - it seems that we've forgotten that Fighting Vipers 
in existed. But it does, and it's absolutely great. 
I because we've played it loads in the arcade around the comer from work, 
and as a result we're know absolutely thrilled to see the latest pics of the 32-BIT 
home conversion of one of our favourite Sega title. We're not just saying that, 
either. We mean it from the bottom of our giant shared heart which we keep in a 
tank of formaldehyde. Well those little workaholic beavers over at Sega have been 
slaving over a hot computer for the best part of this year readying their Fighting 
Vipers console 

If for one second you doubt our passionate affection for this gar 
we beg you to peruse the shots spread across these pages. All of ther 
from the official Saturn work-in-progress version, which Sega have kindly 
allowed us to get a butcher's at, because they knew it would make us happy. 
In a similar frenzy of benevolence we're now letting you, our beloved reader- 
ship, have a good gawp for much the same reason. Because we think it'll 
make you happy, and that's what's important. 




FIRST PLAYABLE VERSION UNVEILED! 

The shots seen on these pages come from the very first playable demo of 
Fighting Vipers on Saturn. The conversion kicked off in the first quarter of 
this year, and Sega are still confident they can hit their target of a 
European release in October. The advanced version pictured is on display 
at this month's Tokyo Toy Show, 
and will be the Japanese press' 
^ I *l' st look at the 8 ame in the f,esh - 

flf Copies of the demo should hit 

j %Jfc *. Sega in this country shortly after- 

, wjrds As .ilw.iys. there Jre 



Copies of the demo should hit 
Sega in this country shortly after- 



rumours of plenty of Saturn-only 
options, although none are con- 
firmed as yet, but Sega Europe 
are swearing blind that UK 
Fighting Vipers will run in full- 
screen mode and at full speed. 
And we believe them. 






elieve it or not, the ancient 8-BIT Master System wasn't Sega's first 
hardware leap into the front rooms of the world. Prevalent as they are 
in this climate of cutting-edge cyber-technology. Sega have been 
hanging around peoples' houses since 1982, when they 
Turbo Drive Module. This sounds like some kind of NASA ipace engii 
fact a steering wheel concept peripheral for the CBS Coletovlsion cor 
wheel mounted on a "dashboard", a Ion 
m hand controller to act as a gearstick 3 
footped: 

(Turbo Driver) was provided with the unit, and Coleco 

promised more to follow. They didn't. 

Having had their fingers (and possibly toes) 

burnt by the Tur bo. Sega retreated 
familiar territory of making games for 
and handling conversions of all thei 
every console on the market at the tii 
soles they were - behemoths such . 
Intel I Ms Ion, along with the new w, 
ers, machines with keyboards that 
for their "educational" value, like anyor 1 
programming them. !t wasn't until '89' 
to the home fray, riding a wave of popul 
including Enduro Racer, and OutRun But 
■vhole generation of 2-BIT Sega classics lyl 
made back when computer games 
tier, when any game that had more than 
action was an instant legend. Mankind had niBfcen 
their like before or (thankfully) since, 



And what 1 
Atari VC^. 

irents preferred 
bothered 



TAPPER 



le days before Mortal Kombat and Doom parents and 
ibout the "family" nature of games. Tapper, an oft-fbrgotten slice of excellence, 
le player as a fat sweaty moustachioed barman serving thirsty customers big 
foaming pints of. erm, soda pop Hmm. Behind this thinly-veiled premise lay a frenetic 
race against time as Tapper ran to the soda fountains, 
filled up empty glasses and slid them along tables to the 
waiting (and impatient customers) Like most games of 
its age hgSj) Tapper was simple in concept played on 



Sega, premier arcade developers of the primitive games wilder ness, made quite 
a decent impact on the Colecovision crowd. Most of their coin -opi found an 
eager home audience on the CBS machine, sold in cardboard boxes featuring 
the tag line "JUST LIKE THE REAL ARCADE CAME". Not too difficult In those days, 
admittedly. Although this epithet was biiarrefy mining from the cover of one- 
submarine-agalnst-an -alien-invasion cart Subroc Perhaps that's because it was- 
n't just like the arcade game. In fact, it's simplistic aim-fire gunsight gam epl ay 
was pretty limited, even though the graphics weren't bad. However, games like 
Zaixon, Space Fury and Carnival were ace. Carnival was one of the least right- 
on games ever, placing you In » fairground shooting at rabbits, ducks, owls and 
dancing bears. Carnival would never be launched these days. Space Fury was 
slightly more agreeable to the fur-sensitive players - it was a kind of Asteroids 
clone where players shot frying bits of machinery 
before they w 





Moore who produces a fanzine called 




Only one thing beats a bit of alien - ^ ' 
blasting, and that's loads more alien _\ 
blasting. SpaotHulk has got alien » g 

blasting coming out of its armoured ^ 
little ears, and it wants THEE to experi- , 
ence the full delights. Come fly with us 
into space as RAD proffers the low-down on 

the GORE MARATHON... ^ 



i reader!,, Trevor Afkhamasylum here, but you can tall me 
"Dick". Everyone else does. The kind SSM staff have asked 
me in to explain the fascinating hobby of "role-playing 

>out RPGs {as we like to call 



Hi readers, Trevor Arkhamasylum heie, but you can call me 
"Dick". Everyone else does. The kind SSM staff have asked 
me in to explain the fascinating hobby of "role-playing 
games". Now you may scoff about RPCs (as we like to call 
them) being for lonely saddoes- but you need other peo- 
ple to play them with. Not like your computer games, where you just 
sit in your bedroom on your own playing against no-one and writing 
down your high stores in little books and giving your console* little 
pet names like "Bunnykins". Ha. No, you need friends to play RPGs, 
you can't play them by yourself. Unless you take both side* in 
wargame ones, but that's not sad because the luck of the dice means 
you can never predict the outcome of your own strategies, actually. 
Not that I'd know of course. I've got lots of friends. Anyway, the rea- 
son I'm here is to explain the rudiments of Games Workshops' Space 
Hulk, so you can better understand the new computer game based 
around its "mythos". They had to make it into a computer game, 
because you lot probably can't understand proper rules like RPCs 
have got. In fact, you probably can't even read this. Ah ha ah ha. So 
without further ado, and speaking slowly and loudly so you can 
understand me, on with the lesson. » 
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(LEFT) NiGHTS in his toboggan form, ready 
a quick bomb flown the bonus -packed Icy i 
run of his t lively game. 



is the game of in more 

than one. Once again SATURN MAGAZINE 
news on its development.. 

Blimey three months ago we didn't even know about the existence of NiGHTS and 
now here we are with our third Showcase on the merry little blighter and his 
spectacular looking game. Excitement about NIGHTS Is building to fever pitch 
amongst Sega players across the globe, and quite rightly, because It's sure to be a 
stunner. In true SSM tradition we've got hold of tonnes more pictures, along with 
more Information wrenched straight from the clenched mouth of Sega of Japan. The ra 

speed of progress reported last month has been maintained, 

and the team are confidently expecting to meet their originally 
stated launch date.Thanks to the Herculean endeavours of the 
programmers there's plenty new to see this month, from ni 

character abilities to fresh levels. So stop reading this bit and t 
have a look at the pictures. » 




KNOW THE DRILL 




dreamy I a nd makes m 
for myself. 



ersions of NiGHTS we saw the juvenile protagoni 
equipped to deal with the Nightmarean hazards awaiting them. That's 
partially because the Nightmarean haiards were awaiting a long way 
away having not been invented yet, and also because the authors hadn'' 
programmed their full capabilities. Well we're not sure if Claris and Ellio' 
are quite finished, but they do now have an attack. It's tentatively titled 
the Drill Dash, and it's fairly easy to guess how it works. Push the right 
button and your bloke (or blokess) performs a turbo pirouette, speeding 
forward into foes and bashing them out of your dreams.NiGHTS has 
picked up a new skill too. He can now destroy enemies more quickly by 
grabbing onto them and loopinj 

:s performing a whole big Paraloop [the new official name for th 
fly-in-a-circle-and-open-up-a-vortex attack detailed in 




^^^^^^f J // 





.really good Job The 5u 
iced that 

| because otherwfeethere'e' be trouble, 
fitsetfliabito 
jay m to the content of the game 
led psy- 
chopath and have them blast their may out of a high- 
security prison, killing everyone from the guards to 
equally disturbed incarcerees In their padded cells. 
Explosions and blood ensue. Of course, usgamesplay- 
ers know there's nothing wrong with a 
bit of violent brutality - it's stress 
relieving, it gives you an insight into 
35^ psychopathy etc- but Loaded isattual- 
^ft ly the most existentially rewarding title 
I so far. As each of your foes Is destroyed, 
k ^1 their bloody remains are left plastered 
to the floor. Once you've killed just 
about everything in a level and are 

iking for the exit 
you're confronted with the shocking 
results of youi 

guilt provoked by gaiingat the ct 
is dead by you 

hands has profound redemptive c 
10 player of Loaded would 
n atrocious crime ever. And anyway, you'r 
supposed to be over 18 to play it. 

As you might have surmised by this point, 
Loaded is an action gar 
Doom and ancient Atari coin-op Gauntlet The pro- 
ceedings are viewed from an isometric/nearly top 
down perspective, and your job is simply to guide your 
chosen protagonist through the 
els of chokey, blasting everyone to bits and searching 
for the exit. A confrontation with the gargantuan 

it the end and signifies the ter 
n of your porridge. And that's It. 



Life in the Big House isn't all Ronnie 
Barker and grouting a snouty, that's 
for sure. See what really happens 
on the inside (in an alternative 
future) with Gremlin's Jailbreak Rock... 



So you'd think Loaded is just a simplistic blast- 
: of the subtlety demanded by 
today's gamers, and you'd be half right. There really 
isn't much to feed your brain in Loaded, but there's 
- plenty of killing and mayhem, and your rt 
Lare in for a sore testing at the multitudinous hands 
mf the prison inmates, wardens, laser outposts, bosses 
land other terrors Your eyes are also in for a sore test- 
|^ thanks to the "atmospheric" use of lighting which 
t of the j 

linated by muzzle flashes and explos 
e aren't many games on the Saturn \ 
much emphasis on straight-ahead ki 
he added frippery of all-new 
.eration effects. Sure, Loaded 
its fair share of 32-BIT beads and 
ke^but at its heart it's a non-stop 
:-for-thrills blaster, and a pretty flip- 
at that. 

I can't give Loaded a blan- 
nendation for every player 
gaded will find its fans, 
^hardcore shoot ei 

is well programmed, has 

£t selection of 

Brettym 



lurvnys the carnage he has 
wreaked upon countless innocent guards, a 
ponders the futility of such slaughter. 
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Already doing the rounds on 3D0 and PlayStation, The Need For 
Speed, arrives on the Saturn looking to make up some mileage 
on the likes of Daytona and Sega Rally. But despite some exciting 
moments, and a spectacular crash now and then, it doesn't 
look like overtaking. 



you're in a position you always used to 
envy. No more heartbreak at being 
dumped by your girlfriend for that guy 
with the Vauxhall Nova, because now 
that's you!! Or at least it would be if 
you didn't have to go through the irri- 
tating business of learning to dfive in 
the first place, or having to take a test 
with an instructor that looks like a Dry I- 
creemed praying mantis. In fact, when 
you do finally learn to drive you quickly come to 
realise that it's often more bother than it's worth. I 
suppose that's why racing sims are so popular; plenty 
of thrills and no paying for petrol or speeding tickets. 
Even the crashes leave you with limbs still intact and 
functioning. The one thing it won't do of course is 
win you the favour of your fifth-form sweetheart. 

The Need For Speed might have been considered 
ultra-realistic a couple of years ago but. with the 
arrival of Sega Rally and a new Daytona game in the 
pipeline, it's already falling behind in the graphics and 
animation departments, even though these in them- 
selves are quite respectable. One of the game's boasts 
when it appeared on the 3DO was that it managed to 
urately than any other 

gether an idle boast 

ing ten very flash real- 
life automobiles like the 
Porsche 911, the 
Lamborghini Diablo etc . 
The Need For Speed 
includes lots of stats on 
each model, pointing out 
all that confusing stuff 
like how many horses it 

eration, top speeds and 

info either, each car dri- 
ving as its statistics sug- 
gest, and handling in a 
fashion that's unlike any 
other Saturn driving 





game. The problem is 
that such dedications 
realism actually works 
against it. it feels a little 
too much like driv 
is pretty mundane unles; 
zooming around a grand 
or taking to tiny braken 
car In trying to keep both the serio 
driving enthusiast and the lover of 
manic speed happy, it winds up sot 
where in the middle, a lukewarm 
attempt at both of them, 

Among the more exciting ele- 
ments in The Need For Speed are th 

quency. especially when you're doing it simply for the 
thrill The reason there are so many is because in 
head-to-head mode you race while all the regular dri- 
vers are out going about their daily business. This also 
entails avoiding traffic cops who'll pull you up if they 
can catch you and promptly hand over a speeding 
ticket. Elements like this give The Need For Speed a 
more light-hearted edge, akin in some ways to Road 
Rash, if this was expanded on, it would stand out as 
quite a unique racing game. As it is, the 'serious rac- 
ing sim' persona rears up and demands you respect 
each car's unique motoring characteristics and be 
sensible by driving the right way a! I the time, 

So does it satisfy your need for speed' In fits and 
starts, yes, aided by the chance to take part in some 
spectacular crashes. Overall though, this game rarely 



it of tk 



■m: laic 




g| Try it before 

Rent any latest release for jus 





you buy it. 

'3.49 for three evenings lB BS-^ 






suppose you could 




describe Shockwave 




Assault as a kind of 


D 


inter-active movie. 




although to be fair it's 




largely gameplay arien- 




tated with the FMV cutting in noi 
then to fill out the plot. Not that 
plot needs much filling out. To su 
file; alien; have invaded Earth and you 
must destroy them. And there it is. 
Naturally you've got a state-of-the-art 
combat aircraft to help you out, packed 
to the teeth with an assortment of 
potent weaponry. But the rest is simply 
listening to instructions from headquarters and 
shooting anything that looks vaguely unhuman. Oh. 
and there is the chance to share a few gung-ho high- 
fives with your buddies in the post-conflict FMV 
sequences. Although you can't really play this 
the game of course. 

So what is there to the gameplay then? 

lasers, thrusters and missiles, which are renewed 
along with your shields when you fly under a cert 
vessels. You then simply have to control the 
hair in alignment with the aircraft, and shoot thi 
enemies when it targets red. Most of them are 
either tripod types like something out 
of War of the Worlds or flying aliens 
that look like segments of lime. Sort of. 

Each part of youi 
an objective. It might simply be 
destroy every alien invader in th 
but more often than 
certain complications like having 
protect oil refineries or destroy a 
"'blah blah"", despite these obj' 
tives, what the gai 
lots of endless 
ing and shooting. 

The repetitive nature of the 
action in Shockwave Assault is or 
the factors that contril 
blandness. With only the odd 
knocking about, you quickly 
bored, and the fart that your aircraft 
seems to by permanently set the OAP speed 
help enliven the proceedings. Shi 
reminds me a bit of Titan Wars, a game that was 
similar not only in its bland approach to the game- 
play but also in its hugely naff FMV elements which 
are cheese personified, 
ing graphics make up for the lack of 
merit The texture mapped landscapes (apparently 
taken from real aerial photographs) look ok. but thi 
itinctly sub-stai 
dard. What's more, the detection on the crossfire 
isn't always entirely accurate. Vou might be aiming 
directly at an enemy but your lasers will be hitting 
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Baseball bats are usually used for doling out severe beatings in 
this country. It might surprise you to find out that that's not the 
purpose for which they were invented. No, they're actually 
designed to play baseball with. Learn how to put that stick to 
more humane use with Franky baby... 





rrl Baseball is a h 




about Big Hurt, t 


I _ 




It 


sissy rounders at 




nothing at all in 
game girls have ' 



instead of cricket. And there's nothing soft about hav- 
ing to hold the bat in both hands, as opposed to the 
single paw permitted in 



says other- 




Obviously there are 
favoured pursuit in this c 
the national sport of Ami 

baseball league on the 
telly instead of all this 
football business. 
However, don't be daunt 
ed bytherules.asthey' 
dead simple. You're out 
you miss three pitches i 
have one hit caught - if 



Thomas don't have no 

accountant, you hear 
me? He's an ail- 
American tickertape- 
parading sporting hero. 

prove what a 
super sports bloke he is, 
Frank has lent his name 
to a computerised ver- 
sion of his game for 
those too weak to par- 
ticipate physically. 

rwise there 'd be 




team decide whether to run and the 
pitching team try to get them all out 
This is where the trouble sets in 
Certain sports not so popular in this 
country, like ice hockey, car 
games, usually because there's a lot of 
play between team membi 
fast-paced use of strategy as much as arcade 

■aightforward, based c 
individual athletic ability and giving video games 
players only one thing to think about at a time. As a 
result the sport is reduced to a taking-turns routine, 
instead of a fluid ongoing game - which is what 
iting piece of software. 

This isn't to say Big 



.evoui 



you re 

bases hoping you 're not 
caught out by a base 
person on your journey t 
complex btt comes with 
American sports fans do 
without, all of which are heavily presen 
Baseball. Indeed, it takes about a hundr 
years to actually get to the gameplay, si 

Once you do get to the action it's 
a fairly straightforward process anyone 
even vaguely familiar with any baseball 
game on any format could get to grips 
with. Different combinations of but- 
tons and joypad directions produce dif- 
ferent throws and swings. Once the bal 
is struck the camera pans out to a full 
* of the field, where the batting 




The giant head of Frank Thomas appears as an apparition al 
the outfield, inspiring his home team to greater glory and 
striking fear intn the hearts of his cowardly enemies. Truly, he 
is a God amongst computer game-licensed baseball players. 



:ach one. The really 
iands of stats which 
to be able to live 



OK. although it's nothing you won't have seen on the 
Megadrive to be honest, apart from the now-ubiqui- 
tous choice of camera angles The majority of gamers 
would be best spending their money on something 
more universally appealing. Oh yeah, and the "com- 
mentary" is absolutely crap. 



American sports fans like their stats, that') for sure. That's why every time yc 
wittering on about RBIi and yard average) and thing), instead of "Did you sec 
he complete without herds of usales) figures. Big Hurt 'lie enceptrlon pas'. Her 




ie two people discussing sport in American films they're always 
: ace goal?" like wo do. Anyway, no American sports game would 
'e some for you to gaze at. 




REVIEW 





We like helicopters at SSM. In fact, we've even got a plas- 
tic police helicopter toy which flies up into the air when 
you pull on a bit of string at the base. That's how great 
we think helicopters are. Which is good news for heli- 
copter games. 




I elicopter games have long held a fas- 
I cination for games programmers. 
I Perhasp that's because they grew up 

weaned or a steady diet of Airwolf 
I and Blue Thunder, heads filled with 
I the potent image of a shiny whifly- 
bird rising into view over the edge of a rocky 
precipice. Or perhaps they've watched At Ptay in the 
Fields of the Lord one time too many and are 
obsessed with napalming anyone they see. Whatever 
the reasons it's a safe bet that any new console wan- 
dering around on its own looking lost will soon be set 
upon by a pack of chopper games pulling at its coat 
sleeves and trying to lead its software collection 
astray. To continue labouring this analogy, up until 
now Thunderhawk has been known and loved as the 
Fagin of helicopter shoot 'em ups, overlord and some- 
times inspiration for the junior lilies in the genre. One 
such of these is Virgin's new title, Operation: Blackfire. 

It's got a rather more intriguing plot than 
Thunderhawk, which concerns the US military keeping 
recovered alien technology In secret bases. Predictably, 
one of the best military geniuses decides to steal it all 
and use the new-found power to take over the whole 
world. Only one man in a comparably ordinary heli- 
copter can mount the covert missions needed to 
destroy Gideon (for it is he) and his large-army-sized 
"band'' of terrorists with their tanks and their guns, 
and their guns and their bombs. 

You've got a bit of back-up from an intelligence 
team at HQ, who brief you on each sortie you fly There 
are three sorties to a mission, and nine missions in the 
game (making a total of 27 levels), and each of these 
^^^^^^^^^^^^^^ has a primary target 

£' which needs destroying. 




and 

ondary target which 
needs destroying too. 
Yep. the emphasis of 
Blackfire is definitely on 
blowing things up. The 
only trouble is that heli- 
copters are notoriously 
tricky to handle, thanks 
to the number of ways in 
which they move (turn- 
ing, sliding, upand down 
etc) So the first enemy 
you face is your own con- 
trols. However, Blackfire 
makes things fairly sim- 



i 



pie with a straightforward button arrangement, and a 
choice of definable controls for pernickety players 
Once you've got the hang of flying the Blackfire it's 
time to take on Gideon's forces. And what forces that 
man has. Within seconds of starting your first mission 
you'll find yourself surrounded, assaulted by missiles 
from every direction. The only way to rescue yourself is 
to use your auto-targetting computer to aim your 
many (but not infinite) missiles and bullets whilst hop- 
ing you don't accidentally veer into any of the billions 
of missiles which show up on your radar. Reapeat this 
evade /destroy /continue triptych until all the missions 
are completed. 

This is basically where Blackfire lets itself down a 
bit It seems that the challenge has far more to do 
with sheer weight of numbers than tactics or geo- 
graphically-inspired strategy. You're not given enough 
time to pick off foes one by one, you have to wait until 
you're surrounded and blow up a load of them at once 
-which sets you up for 3 fast and untimely death. 
Once your targeting computer is blown out, or you 
lose an engine, or your steering is conked, it's only a 
matter of time until you take the big dive. The murky 
texture mapping which looks more like various shades 
of sick than terrain doesn't aid the atmosphere either. 
Basically, Blackfire is a good game engine saddled with 
a disappointing level premise. The mission objectives 
increase in their complexity, but the action required to 
complete each one doesn't. It's enjoyable enough for a 
while, but don't expect a classic - or even more than a 
week's enjoyment 

4# 

RAD 




Oh dear - the sky is swarming with evil enemy 
aircraft. Now would be the right time Id use a 
cluster bomb and run away. Just look at that 





This mission asks you to destroy a whole gaggle of enemy supply trucks. If you 
dnn't get them all in nne go they run away and you have to track them down - 
which uses a lot of precious fuel. The best thing to do is use your big guns to get 
them all in straight off. Destroy everything!! Ahahahaaa!!! 



Try it before 

Rent any latest release for jusi 




The effects of a big cluster boml 
This missiles splits into lots of li 

h fly In all directions, destroying 
enemies In one go, And yourself if you're too 
close. So stay far away, that's our advice. 
Vou'll get In to ad sorts of trouble otherwise. 



you buy it, 

£3.49 for three evenings 
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I ometimes it's easy to forget just how 
I long it takes to program a game, 
although even arcade conversions with 
all the fiddly design work already out of 
I the way take months. When we first 
I saw Gun griffon ever rl wa^ under the 
Imaginative and evocative title of 3D Polygon, and it was 
being developed alongside Panzer Dragoon (then called 
Action Came) as one of the first Saturn tftles. Obviously 
it's taken them a bit of time to get the final product in, 
given that Panzer's SEQUEL has been in the shops for 




turn 



w Gun griffon has 



indefi- 



nitely see that there's been 
a lot of time and attention 
lavished upon it. In fact it's 
almost hard to believe that 
it was scheduled to appear 
in the first wave of Saturn 
games, as opposed to the 
third(ish). 

Now. you regular 
readers, the ones who sup- 
port our ailing rent 
cheques and put food in 
our mouths, you'll already 
have read the Gungriffon 
showcase we printed in 
issue 6, and for that we 
thank you. However, there 
are some people, people 
who aren't regular readers, who might not exactly know 
what Gungriffon is about. Well, we'll tell you, as long as 
you promise to keep buying our magazine every month 
from now on. Promise? All right then - Gungriffon is a 
robot war game set in a dark future, where giant conti- 
nental alliances fight each other for the precious few 
scraps of fossil fuel and mineral resources left on planet 
Earth You play the pilot of a giant robot war machine, and 
in each level you're dropped in the middle of a combat 
zone with a specific mission in mind. Watch the briefing 
before the stage carefully as it details a map of the area, 
enemy troop locations and what exactly it is your com- 
manders want of you. From here it's a simple matter of 
crushing and destroying all that lies in front of you (apart 
from the friendly forces). 

This might sound the premise for a thousand giant 
ot games, or helicopter games, or space ship gai 
any number of other kinds of games- and Indeed i 



Angry at the world? Why not step 
into a thirty-foot robot and 
destroy your neighbours? Can't 
afford a robot? Then go down the 
shops and have a look at Gungriffon, 



But it isn't the idea behind 
Gungriffon that's exciting, 
it 's the execution. 
Gungriffon features 
of the smoothest and 
convincingly animated 
graphics going, especially 
considering the free play 
environment. Although 
graphics, they say, maketh 
not a game, in this case 




theyct 



Italy a 



ethe atmosphere 
and it's this which makes 
Gungriffon such an 
engrossing game to play 
Along with all the destruc- 

The missions that await you inGungriffc 
and varied in concept, terrain, difficulty, tactics 
lighting. And by differences in lighting, we're not talking 
about the usual day/evening thing - some Gungriffon 
stages are set in pitch blackness where it's impossible to 
see just about anything except muzzle flashes, which 
necessitates the use of green-screen night 1 
which have their own drawbacks. Much of Gungriffon's 
development time has obviously gone into designing the 
levels in an effort to make first- person free- 
blasting interesting for more than one level. The other 
units engaged in combat around you, the instructions 
crackling through the radio and the constant element of 
surprise death keep you attuned to the game even during 



There are already a couple of games like Gungriffon 
floating around, like Thunderhawk and Blackfire 
(reviewed this issue]. However, they all fail to capture the 
spirit (and technical achievements for that matter) of 
Sega's entry to the genre. Maybe that's because it's had all 
the time in infinity spent upon writing it, but what you're 
left with is a superlative smashing and destroying game. 

The Saturn doesn't score so highly for shoot 'em ups 
as it does for. say, fighting games, and Gungriffon is an 
excellent addition to the ranks. If you're after high-speed 
thrillsyou might be better off with Panzer Zwei. simply 
because your mech is slightly cantankerous and not as 
fluid moving. However, if you're just in it for the 
explosions, Gungriffon is certainly worth your money. 
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After several months spent bouncing off the ropes, WWF 
Wrestlemania has finally made it to the Saturn, just in time for a 
summer slam. Was it worth the wait? With eight larger than life 
characters, tonnes of crazy moves to try out, and loads of mad 
combo's, we reckon so. 



I restling has to be one of the most 
I depressing things to find yourself 
watching. It's the kind of desperately 
bored viewing that makes you ask 
I yourself angst ridden questions like 
I 'what am I doing with my life?', 
'surely there's more to it than this!?' and 'why did I 
ever bother getting Sky in the first place?' It's often 
been the way with the accompanying wrestling 
games a; well. 

It was with such anguish that I first took WWF 
Wrestlemania from its case, sighing defeatedly as I 
close the lid, waiting despondently for the title 

:signation already 
lingering about the console ...but hold 
on here! What's this? I seem to be 
enjoying myself. I'm actually finding 
le of this amusing! It must mean 
e of two things, either I've 

i into the high prie: 
spodniks or this is actually quite 
To my relief it's the later. 

m WWF Wrestlerr 
succeeds where so many others 
failed is all to do with its immec 
isibility. After about five mi 
you'll find yourself able to perfo 

ie of the most outrageous 
there's Doink drawing a mallet from 












; 
















-. A great football team? The defence is solid, the midfield inspira- 
j tional, and the strikers deadly. But is Striker '96 deadly. Hmmm, 
it shows moments of promise but in front of goal it loses 
its nerve. 




I y now you probably can't clow your 
I eyes without seeing footballs darting 
I in all directions. Your ears are no doubt 
1 deafened by the monotony of post- 
match catch phi 

re in for a tough match 
but the lads pulled through" and "yea, well, I saw it 
coming, managed to get a touch and luckily it went 
in". And while football might be a game of two 
halves, you can't forget the possibility of 
extra-time. So here it is in the shape of 

m's Striker '96, the latest in the 
ever-growing range of football sims 
available on the Saturn. 

You'd be justified in thinking 
this one's missed the boat as far as 
Euro '96 is concerned. What's unfor- 
tunate is that it's only the first of 
many misses. If Euro '96 is the maje 
Newcastle. FIFA '96 the solid Man U 
Si 

the mid-table banal- 
ity of Leeds. 

In terms of the 
scope of the game there's 
little to complain about 

ding the more 
footballing 

Zealand, all of the 
expected options (forma- 
tion, strategy etc.). plenty 
of stats for the more 
specky fans, and a wide 
choice of tournaments 
from the one-off friendly 
to Euro '96 itself with all 

although it should be 

that all of the play- 
Striker '96 are fic- 




too fast, and although 
thing that appeals to some, I'm a 
of a stickler for realism in a footy 
game, and subsequently I found it 
frustrating. It also meant that when 
the computer played as a great team 
like Italy, Germany or Brazil, the passing 
had an almost supernatural quality, players 
moving the ball about with a telepathic accuracy 
that seemed a bit ridiculous at first. Admittedly, after 
getting used to the game style this didn't seem quite ; 
bad and as my technique improved I managed to stavi 
off their knack of scoring a goal every ten seconds 
Another departure from soccer realism came with the 
behaviour of the ball itself It moves like one of those 
99P efforts you can buy at the m 



float away as soon as there's a gust of wind. Some of 
the after-touch swerve made banana shots look like 
lots in comparison, practically bending 
through 90". 

Graphically Striker '96 falls short as well. The sprites 
bit are small and as a result you don't get to gasp at the kind 

of flare players show in Euro '96 Instead they all jitter 
: about at amazing pace like 22 over-active school kids. 
What really sealed it for me though was the commen- 
tary. Both Euro '96 and FIFA '96 employ the talents of 
BBC's finest, but Striker '96 opted for Andy Gray, Sky's 
venerated windbag Ok, so maybe this is simply personal 
taste, and you might even say the same for the style of 
play that Striker '96 adopts; fast in the sense of the old 
arcade footy games. Maybe, but that doesn't stop it from 
being often more irritating than fun to play, and, when it 
comes to choosing between what's on the market, who 
would you go for — Newcastle or Leeds? 
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hit parents, who no doubt ran a home for alcoholic 
horses. So much so that the shambling gallop of a 
drunken equestrian is replicated almost perfectly in 
thii game - sadly it is in the movement of your play- 
er. Now some of you may not have ieen an aled-up 
gee-gee in action, so allow us to describe the effect 
for you. The players in V Open shift around the court 



It's another sport invented in 
Britain which we're famously 
bad at! It's tennis! And now it's 
here for your Saturn, you lucky 
lucky dogs. Play! 

like their legs are on sideways, over-reacting to the 
slightest touch of the controls, not going where you 
want them to, or else going unstoppably too far in 
the right direction. Sometimes you'll think your luck 
is in and you've got your little bloke just where you 
want him, so you'll hit the fire button and watch as 
they collapse pathetically a mile away like a super- 
powered wino trying to escape an oncoming 
pushchair. This is a diving shot. 

Perhaps needles; to say. the pinpoint control 
pretty much essential to the success of a tennis simu- 
lation is a teeny bit on the absent side. This wouldn't 
matter quite so much if the collision detection on 
your racquet was a bit more predictable. Sometimes 
you'll ace a shot you're absolutely nowhere near, and 
others you'll have yourself positioned perfectly only 
for the ball to sail mystifying ly through your racquet. 
And it's not as if you can even work out the para 
ters of collision, because there's no feeling of con 
tion when a shot strikes - you can't even really sf 
whether you've hit or not until the ball is sailing 
ss the other half of the cc 
This isn't to say that Virtual Open dot 
its good points or original features. There's 




sive selection of camera angles to view the action 
from (all of which are accessible at any point during 
the game). The quantity of possible shots is equally 
plentiful, with every little button upon your joypad 
coming into play, producing a dazzling array of tennis 
techniques to exploit, especially when combined with 
topspin, sidespin. jumping shots, the aforementioned 
diving shots and so on. There's also a clever bounce-o- 
meter, which predicts where the ball will bounce on 
court up to three times by use of different coloured 
markers on the floor. This seems a bit strange at first 
but actually proves quite useful. However, all this 
pleasant game deign frippery is wasted simply 
because of the cumbersome controls. It's a shame, 
because an effort was obviously made to give Virtual 
Open a realistic feel. Instead, the awkward over-com- 
plex animation slows everything down and spoils 
what could have been a decent title. Hopefully 
Imagineer and Acclaim will get their heads together 
and produce a Wimbledon Edition or something 
which will perform the same super-enhancing job as 
Victory Coal '96 did for its lamentable predecessor. 

4* 





IT FELL TO EARTH I KNOW EXACTLY WHERE 

Early tennis games asked players to gauge the position of the ball by latitude 
only, adding ball shadows when all this tricky 3D perspective thing started up. 
Since then there's been a revolution in ball-tracing technology, and Virtual 
Open adds to this legacy. Once the ball is in the air a red indicator marks where 
it's likely to hit the ground. If it's a low shot and will bounce more than once 
on-court. a blue marker indicates the projected second bounce Unlikely third 
bounces are marked in green. So now you know. 





REVIEW 




Ghen War certainly has been a long time in coming. There were 
even moments when it looked like it wasn't going to make it at all 
But thankfully Virgin got it together and here it is. And pretty good 
it is too. 




as a few jokes about 
the resemblance of the Chen 
species to guppy fish and wham- 
mo! — an alien race that had been 
our chums after landing on Earth 
as refugees suddenly decided to 
declare war instead. That's the problem with aliens, 
no sense of humour. And anyway, they do look like 
fish. And while this explanation for the hostilities 
now existing between human and alien might seem a 
bit far fetched, it's also Irrelevant. Why? Because 
Chen War is about what all wars are about; loads of 
shooting, explosions, adventure and death! 

Chen War is viewed from a first person perspee- 
ve. the player assuming 



anything. 

Despite the fact 
that Chen War uses all 
of the established tricks 
in the book, taking its 
influences from games 

like Doom and Descent, 
it nevertheless manages 
to provide a fair degree 
of entertainment. 
Because of the diversity 
of the mission objectives 
on each stage. Chen War 



lages t< 





You'll have to make use of one of your missiles to destroy 
8° 4& SEGA SATURN 



Undead heroes rise from beyond the grave to strike at your soul! 
Yes, indeedy, the software title formerly known as Vampire 
Hunter is about to infest Sat urns throughout the nation, and in 
the third of his comprehensive moves specials, DAVID HODGSON 
swishes a ruffled cape about and descends into a bottomless pit 
to investigate exactly what the entire cast of this supernatural 
beat-fest have on offer in the combat zone. Dare you read fur- 
ther, dear reader? Only if you want the entire moves list at your 
disposal plus some handy cheats that make this release 
arguably the finest 2D Saturn beat 'em up ever seen.. 




Kfiflf 



CENITRI NAX1HOFF 
VAMPIRE 



The Count of terror is the easiest character to first muster, and as he beai 
a moves list not dissimilar to a certain gi clothed karate kid, it isn't diffi- 
cult to fathom why. All your old Street Fighter moves seem to work well 
here, and although neither speedy nor cumbersome, Demitri excels In a 
variety of attacks. Try this lord of the undead before embarking on the 
ifusing chara 





CHAOS FIRE 


O,0,O + any punch 


DEMON CRADLf. 


O, O,0 +any punch 


BAT SHU 


0,0,0 + any kk* 


R.VWQSUPUX 


Q, O, O, O, t>, O, O, O + any punch 




MIDNIGHT PLEASURE 


0,0,0 > two punches 


DEMON BLAST 


0,0,0+1*0 kicks 





JON TALBA1N 
WEREWOLF 


The lyncanthroplc lunatic has many moves to dazzle the eye, and his speed 
should be used to the full when tackling a foe. Try his climb laser as the 
move may be repeated and varied in direction for a truly stunning light- 
show (and charred opponent), but Gallon's slightly puny physique makes 
him a Darkstalker to attempt hit and run opportunities rather than a wade 
in and hack strategy. 




STRJUCHT BEAST RUSH 


0,0,0 j any punch 


RISING BEAST RUSH 


O, O.O -any punch 


AIR BEAST RUSH 


Jump AO, O + any punch 


WILD CIRCULAR 


0,0,0,0,0+anykic* 


CUMB LASER 


0,0 +kfck 


MILLION FUCKER 


0,0,0 +any punch 


Kf gigg' 3 ■ "33 1 it'ITf =1 ifc*. 


MBMGHT PLEASURE 


O,0,O + two punches 


DEMON BLAST 


0,0,0 + two kicks 


MIRAGE BODY 


0,0,0,0,0 ■<■ two kicks 
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Mating waves on an advancing enemy, Rlkuo't A rather special tongue-baaed attack leaves 
special has to be seen to be believed! your opponent really rather sticky. 



4 



HERMAN 



Ruler of the water and rather like Cen-an (a player In SNK's seminal Samurai 
Shodown), as our aquatic monster has poison glands that secreet a knock-out 
poison that sends an opponent into deep slumber (useful for dissuading aerial 
attacks). Quick but with limited power, Rikuo (or Aulbath for those with an 
import copy of the game) comes Into his own with some excellent specials. 





SOMCWAVE 


0,0,0 + any punch 


POISON BREATH 


0,0,0 +any kick 


SCREW JET 


0,0 * any punch 


THICK FISH 


0,0 *Kk* 


CRYSTAL LANCER 


0,0,0,0,0 tarry punch 


SKY NEPTUNE 


0,0,0,0,0 *anj kick 


SPINNING CURRENT 


0,0,Refce 




AQUA SPREAD 


C>,0,0 ♦ two punches or two kicks 


WATER JAM. 


0, 0.0 + two punches 


SEA RAGE 


0,0.0,0,0 + two punches 


DIRECT SCISSORS 


0,0 + two punches 



With an amazingly cute Japanese Akita yapping in the background stage, our 
man of honour and once proud samurai can coax an opponent Into action and 
then finish them with a rather neat line in skewering katana attacks. His run- 
through attacks are very effective, and these strong and hard-hitting attacks 
make him a force to be reckoned with, no matter which opponent is facing you. 




SNAP SWORD 


0, 0,O,CL0 + any punch < return press 0 + any punch) 


STORM WIND 


0,0,0 + any punch after return 


SEAL OF DEATH 


Jump, 0,^,0 Tarry punch 


RISING SLASH 


0, 0,0 +any punch (special guard reversal) 


HIGH QUICK SLASH 


Charge O,0 + any punch 


LOW QUICK SLASH 


Charged, 0 + any kick 


KRtSuTEGONEN 


0,0,0,0,0,0, 0,0,0+anypunch 




DEMON HEAD TWIST 


0, 0, 0, 0, 0 + two punches 


DEMON HEAD GRAB 


0, 0, 0, 0, 0 +two punches (close) 


MULTIPLE SLASH 


0,0,0,0,0 +two kicks 




Biitiamon has the ability to drag a struggling 
opponent towards him once his sword stab has 
connected. Time for e spot uf aplltchlng! 



eiecutlng old Blsh't 
, you can experience hi 
Take that, Yi 
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DONOVAN BMNE 
L ARK HJNTEB 


Arguably the most well-rounded of all the characters, and sporting more than 
his fair share of spectacular moves, the newest recruit to the world of 
Darkstalkers Is yet another character that should be mastered instantly, only to 
be played again and again thanks to his excellent combat potential, such as his 
killer shredding attack and extremely weird Channelled powers. 




EFREET SWORD 


0,O,O«ny punch 


BUZZARD SWORD 


0,0,0,0,0 + any punch 


LIGHTING SWORD 


O,O,0 + any punch, tap any punch 


KILSH RED PLANT 


same strength punch and kick 


KILSH RED SEND 


Punch -Kick latter Plant ' 


KILSH RED AIR 


Jump, Punch * Kick k 


SWORD GRAPPLE 


0,0,0,0,0 +any punch 




PRESS OF DEATH 


0,0,0,0,0 +anykk* 


CHANCE IMMORTAL 


Medium Punch, Ugh t Punch, O, Light Kick, Medkm Kick 




OPTION MODE 





Not only it SEGA SATURN MAGAZINE content to detail all the moves of every char- 
acter, but we've thrown in all the available cheats as well! The following cunning 
button pressings allow the players to increase the speed, tweak the character 
colours and even commence a spot of bloodletting against the original 
Darkstalkers backdrops! Are we good to you, or what! (Note that all cheats have 
been verified only on the Japanese version of the game). 



MORRIGAN ENTERS CIVVY STREET! 

Finally, the succubus can change into a different set of clothing instead of per 
forming a victory stance. To achieve this, win your round of fighting and then 
press the left or right shoulder buttons, and Morrigan transforms into the 
'undead about town', complete with mini-skirt and crop-top. Try holding all 
three kick buttons and a smarter outfit is avaialble. But are there 




AN OUTFIT FOR EVERY OCCASION! 



each of your characters, from the original 
to the excellent 'Gothic' costume hidden away 
>ur<). Once you've entered the character select 
id then press X, Y, Z, A, B, C or Start for the 
are activated by pressing (and holding 
changes to the new colour. 




Enter the options screen and highlight the turbo mode, before pressing X, X, for- 
ward, A and Z, and then hold down right to cycle through the extra turbo stars. 
After you've selected the speed that suits you best, you are whisked off for light- 
ningly-quick confrontations with the enemy. Remember that the faster the game, 
the more difficult the Chanm 



4fr SEGA SATURN 87. 



nn3 




^0> SEGA SATURN 89_ 



OUT NOW 



Another comedy-focused game hits the shelves this month and like Discworld it 
takes a Monty-Python slant on life, which kind of explains why the main thread of 
the game involves nurturing a cow and a square of grass. You get exactly four years to 

hing of the plot of land and the overall aim is to generate a happy, 
bustling affluent community. It's sort of tike Sim City except that there's little beasties 
that try to attack you all the time instead of things like volcanoes or earthqaukes hap- 
pening. Each strain of horde has a different ability and as the game progresses they 
become incredibly hard and attack you at more frequent intervals. Naturally, your 
defences become much more resilient after a while and you can even employ your pet 
dragon to give you a hand in the latter stages of the game. 

rt anyone who didn't' already like these kinds of games 
the first place, it is a clever slant on the Sim City style play and it's one that works 
o. If you fancy a bit of strategy without all the dull stuff that comes with it, then 
is is easily your best bet. 




Terry Pratchett's Discworld books have always been popular with the 
tingency, so it's a fairly natural progression for him to turn his talent 
game. This adventure is another Discworld episode and features the trl; 
tribulations of Wizard Rincewind who with the help of various object! 

nd the place must go in search of, and slay a dragon. In addition to a script 
form Pratchett himself there's a star-studded voicepover cast Including Eric Idle, 
John Pertwee and Tony Robinson {Baldrick out of Black Adder). 

The game is [played out mainly as an RPC with the emphasis placed on talkin; 
J picking objects up, although it s not an RPG like Mystaria whei 
there's huge great battle scenes o: anything. It's more story oriented here and 
mainly focuses around static gameplay scenes with a few moving characters/ 
objects that can be used to firther your adventures. Plus, the emphasis is very m 
on the humour of the title and in this department, much use has been made of 
"stars" employed to do the voiceovers. However, although the v< 
the action is sometimes a bit stale and the graphics are a bit poor considering that 
so much relies on the voices. But if you're a particular fan of Pratchett or you like a 
otving play, then this could be up your street. 




Fighting garnet continue to hog the limelight, and this month 
Is no exception, as Darkstalkets proves to be another 
excellent combat title from Capcom. And being from Capcom, 
it's one of those heavy-on-t he-special -moves formulas that's 
always woiked so well for them in the past. 

Darkstalkers is no exception, but the difference with this 
coin-op conversion is that instead of superheroes or streetfighter 
characters, you get a load of cartoony type monsters, which 
inevitably makes the action pretty slapstick stuff As is par 
for the combat course, there's a bizarre theory behind each 
of the characters, but essentially, the story revolves around 
hunters and the hunted, so there's a pretty wide variety of characters ( 
offer. As for the gameplay, well, it's all pretty top-notch stuff This is a 
pretty much straight conversion from the arcade game with plenty of 
massive combo potential, spoof supermoves and a general comedy 
feel about it. There's no doubt that 
this holds its own when compared to 
I | the more serious Capcom titles such 
as Streetfighter Alpha, and if you're look- 
ing to make a choice between the three, 
should place very highly on the scale - it' 
more a case of whether you have 
of humour or not. But. either way, this i 
absolutely brilliant and an essential pur 
chase for any combat fan. 





GT INTERACTIVE 



n limey. This series just keeps getting better and better, after the tragedy that was 
D Mortal Kombat II on the Saturn, most MK fans could be forgiven for turning their 
backs on the title forever, but luckily, this veision more than puts the record straight. 
Actually, this version is even better, because it includes absolutely everything from 
the arcade version - something that didn't happen in the Playstation 

Although this doesn't necessarily employ any huge g; 
impressery. what it does offer is coin -op perfect gameplay 

than present in the other versions. Plus of course, you get all the ridiculous a molali- 
ties and babalities that have become something of a trademark for the MK series. 

There's no doubt that anyone who's ever bought an MK game will absolutely 
have to rush out and buy this game, as it's by far the best version yet, and obviously, 
the only one worth considering on the Saturn. Sure, there's no clever polygon stuff 
going on and if you want to get picky about it. nothing's really changed much over 
the years, but then, that's what MK is all about - it's almost like being in the 
Masons or something. Those looking for a more technically awesome title may find 
it better to shop around a little more, but for sheer gameplay, it doesn't get much 
better than this. 




H Try it before 

Rent any latest release for just 




Since the news of Sonic The Fighters first hit the head- 
lines, information has been a bit thin on the ground. 
That's mainly because it's still in development at AM2's 
headquarters. But, being the curious and determined 
types we are, we've managed to get hold of some more 
info and over the next two pages we introduce you to all 
the characters and get a taste of their fighting skills. 



VF2 THIS 'AINT 



As you all probably know by now. Sonic The Fighters uses basically the same 
control system as VF2 (with a joystick and three buttons). But there are some 
changes, necessitated by the very different fighters in the two games. Rather 
using the guard button familiar to VF2 players. Sonic The 
Fighters has a barrier button instead. The 
this is the fact that all of the Sonic char; 
stubby little arms, something that makes blocking look 
idistinct and confusing. So in its place there's a 
illy distinctive barrier which blocks an opponents 
attacks and throwing moves. In each match the player 
can 'project' their barrier five times. Should you suffer 
in opponents special attack however you lose one of 
them. If you lose them all you're no longer able to 
defend and become a bit of a mess really. Thi 

strange but AMa feel that it's more in keepin; 
with the Sonic image and they'd know I suppose. 



BEATEN 
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It's shaping up into a real summer 
of sport, what with Euro '96 and, of 
v course, the Olympics in Atlanta 
' Taking in the flavour of the latter, 
next month sees some extensive 
* coverage of DECATHLETE, Sega's 
all-new athletics sim. 
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You can also expect to see EXCLUSIVE reviews of 
NiGHTS and VIRTUA FIGHTER KIDS, loads more on BUG 
TOO! and ALIEN TRILOGY, plus all the regulars that HI 
out Saturn Mag's distinguished and portly frame. 




So, until the August issue games guzzlers, 
stay mellow! 
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PRICE! CHOICE! QUALITY! SERVICE! 



THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER GAMES IN THE COUNTRY!! 



OUT 
SATURN 



OF THIS WORLD 
PACKS AT DOWN TO 
EARTH PRICES!!! 

PRICES INCLUDE Ml NEXT OAT DlUVEtr . — \ 

TO MOST AREAS IN THE UK (subject to stock] t^r^ 

We only sell genuine UK machines, not European imports. All 
machines are fully guaranteed for 1 2 months by Sego and we offer 
full after sales support. If your machine develops a fault we will 

COLLECT IT FROM your door free of charge 

Virtual Write-off Saturn & Sega rally £272.99 

Virtual Death Saturn & Virtua Fighter 2 £259.99 

Virtual Speed Saturn & Daytona £249.99 

Virtual Heaven Saturn & Panzer Dragoon £247.99 

Virtual Ecstasy Saturn & Sega Rally & Virtua Fighter 2 &Virtua Cop £337.99 

Virtual Boredom Saturn with no game £229.99 

■ buy an hi lead at the same time as a saturn for just £10.99 

■ buy a second pad at the same time as a saturn for just £ 1 3.99 



COMING SOON ON THE SATURN I SATURN RELEASE LIST 




3d 

Lemmings 




Dungeon 
Keeper 

Of AUGUST 



Need for 
Speed 



SATURN GAMES 



Fl CHAMPIONSHIP 




Fifa Soccer '96 £25.99 

Galactic Attack £27.99 

Gex £37.99 

Golden Axe -The Duel £33.99 

panzer dragoon zwsi road rash 



ESI 



Alone in the Dark 2 £36 99 

Blam! Machinehead £37,99 

Bug £36,99 

Chaos Control £36.99 

Clockwork Knight 2 £32.99 

Cyberla ECALL 

D £39.99 

Darius Gaiden £36.99 

Daytona Racing £24.99 

Deadly Skies £39.99 

Defcon 5 £32.99 

Digital Pinball £32.99 

Doom £32.99 

Euro '96 Soccer £43.99 

Fl Challenge £36.99 



SEGA RALLY SHINING WISDOM 




Ml OCTANE 



LEGEND OF THOR 




Guardian Heroes £33.99 

Hang On £36 99 

Hi Octane £36 99 

Legend of Thor £CALL 

Loaded £37.99 

Magic Carpet £35.99 

Mansion of Hidden Souls £36.99 

MLBPA 3D Basketball £35 99 

Mortal Kombat 2 £36.99 

Mortal Kombat 3 £CALL 

Myst £36.99 

Mystaria Realms of Lore £33.99 

NBA Jam Tournament Edition £40.99 

Need for Speed £35.99 

NFL Quarterback Club '96 £36 99 

NHL Hockey £36.99 



SIM CITY 2000 



STREETFIGHTER ALPHA 





Night Warriors: Dark Stalkers Revenge ECALL 

Off world Interceptor £27 99 

Panzer Dragoon £22.99 

Panzer Dragoon 2 £36.99 

Parodius £38.99 

Pebble Beach Golf £36.99 

Powerplay Hockey £36.99 

Primal Rage £33.99 

Rayman £36.99 

Return to Zork £36.99 

Rise 2 - The Resurrection £36.99 

Road Rash £36.99 

Robotca £31.99 

Scottish Open • Virtual Golf ECALL 

Sega Rally £43.99 

Shell Shock £36 99 

Shining Wisdom £36 99 

ShinobiX £32.99 

Shockwave Assault £36 99 

Sim City 2000 £36.99 

Starfigher 3000 £36.99 



ULTIMATE MORTAL KOMBAT 3 



toh shin den 




streetfighter alpha £33.99 

The Horde £31.99 

Theme Park £35.99 

Thunderhawk 2 £36.99 

Tilt £32.99 

Titan Wars £37.99 

Toh Shin Den £32.99 



TruePinbau £35.99 

Valora Valley Golf £36.99 

Vampire Hunter ECALL 

Victory Boxing pVQ £39.99 

Virtua Cop + Light Gun £52.99 

Virtua Cop (NoGun| £36.99 

Virtua Fighter 2 £36.99 

Virtua Fighter Remix £21.99 

Virtua Racing £31.99 

Wing Arms £37.99 

Wipeout £29.99 

World Cup Golf Pro Edttion £34.99 

World Series Baseball £38.99 

Worms £34.99 

X Men - Children of the Atom £36.99 



virtua cop 



WIPEOUT 




XMEN 
PANZER 
WIPEOUT 
DAYTONA USA 
SEGA RALLY 
EURO '96 

VIRTUA COP & GUN 
VALORA VALLEY GOLF 
FIFA '96 
10 Fl CHALLENGE 

COMPllED FSOV GAMEPLA* SAlFS 1/5/96-21/5/96 



FOLLOWING IS A LIST OF PROVISIONAL 

RELEASE DATES FOR FORTHCOMING 
RELEASES. PLEASE REMEMBER THESE ARE 
INTENDED AS A GUIDE ONLY AND WE 
CANNOT BE HELD RESPONSIBLE FOR 
ANY CHANGES OR DELAYS. 

Baku Baku Animal July 

Blami Machinehead Mid june 

Dawn of Darkness 21st June 

Deadly Skies June 

Destruction derby August 

Doom September 

Guardian Heroes Mid June 

Hexen August 

Legend of Thor Early June 

Loaded June 

Mortal Kombat 3 End May 

Need for Speed 5th July 

Road Rash 28th June 

Shining Wisdom Mid June 

Shockwave Assault 14th June 

Spycraft August 

Tunnel Bl 28th June 

Viper 28th June 

Waterworld 28th June 

ACCESSORIES 

Official Sega Saturn 
Control Pad 





Phase 9 Odyssey Joypad 

8 Buttons with tuikmire, auto-fire 
and slow motion. new chunky 
"sega-style" design £16.99 



Quantum Joypad ■ 8 Buttons wm inoependant 

Turbo Fire, Auto-Fire & Siow Motion £15.99 

Offkial Sega Saturn Control Pad £19.99 

Virtua Stick ■ 8 button fighter stick 

wm Turbo/Auto Fire £38.99 

Arcade Racer Steering Wheel • Ideal for Racing 
& Fight Games e.g. Sega Rally, Daytona, 

Wing Arms £48.99 

Multi-Player Adaptor ■ Allows up to 6 joypads 

to be connected f01 multtptayer games £28.99 

Memory Cartridge (51 2 k) £37.99 

RF Urn (Saturn comes wtth just scart cable) £16.99 

Mpeg Cartridge ■ Allows you to flay video 

CD's on your Saturn £159.99 

Photo CD Cartridge £18.99 



Light Gun (for Virtua Cop] 
£24.99 



m 



MEGADRIVE 



Brian Lara Cricket '96 £36.99 

Cool Spot goes to Hollywood £29.99 

Dragon's Revenge £19.99 

Earthworm Jim 2 £36.99 

Fifa Soccer '96 £35.99 

Kawasaki Superbikes £22.99 

ught crusader £39.99 

Mega Games 1 - World Cup Italia '90, 

Columns, Super Hang On £19.99 

Micro Machines 2 '96 £35.99 

Mortal Kombat 3 £47.99 

NBA Live '96 £36.99 

NFL Madden '96 £36.99 

NHL Hockey '95 £20.99 

NHL Hockey '96 £36.99 

Paperboy £19.99 

Pete Sampras tennis '96 £29.99 

PGA Golf Tour '96 £36.99 

Ptfall £20.99 

Primal Rage £21.99 

Ristar £22.99 



Samurai Showdown £29,99 

Shining Force £26.99 

Sonic 2 £19.99 

Street Racer £29.99 

Super Skidmarks £35 99 

Theme Park £36 99 

Toy Story £35.99 

Virtua Racing £32 99 

Worms £33.99 

Columns £7.99 

Ernie Els Golf £15.99 

Earthworm Jlm £22.99 

Fifa Soccer '96 £26.99 

Jungle Strike £27.99 

Jurassic Park £16.99 

Mortal Kombat £1 3.99 

Nfl Quarterback Club £1 3 99 

Pete Sampras Tennis £13 99 



FRIE MEMBERSHIP- All 




0 
0 

0 



LINES OPEN 9AM-BPM MON-FRI, 
10AM-7PM SAT, 10.AMAPM SUN. 
ANSWERPHONE All OTHER TIMES 

ORDER BY CREDIT CARD, CHEQUE, POSTAL 
ORDERS OR CASH [PLEASE SEND CASH IN A 
REGISTERED ENVELOPE FOR YOUR OWN 
PROTECT]ON|, 

NO QUIBBLE RETURN POLICY - IF YOU ARE 
UNHAPPY WITH YOUR PURCHASE FOR ANY 
REASON, SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 HOURS 
OF RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE (10% OR MIN £4), WE 
Will SWOP IT FOR ANOTHER ITEM. (THIS 
OFFER APPLIES ONLY TO ITEMS LISTED IN 
OUR MOST CURRENT ADVERTS AND 
EXCLUDES ITEMS BOUGHT TO ORDER). 



0 
0 

0 
0 



FAX ORDERS ON - 
01934 420060 

(24 HOURS A DAY) 



ORDER WITH CONFIDENCE FROM ONE OF THE 
LARGEST DISTRIBUTORS IN THE COUNTRY ■ OVER 
500,000 SOFTWARE ITEMS SUPPUED SO FAR! 

WE PROVIDE ONE OF THE FASTEST DELIVERY 
SERVICES AROUND, 2-3 WORKING DAYS 
MAXIMUM ON GAMES, NEXT WORKING DAY 
ON MACHINES (PLEASE ALLOW 7 DAYS FOR 
OiAtANCt IF SENDING A CHEQUE t. CAU TO 
CHECK AVAILABILITY BEFOSl ORDERING) 

1 ST CLASS DELIVERY FREE OF CHARGE U K 
MAINLAND OPTIONAL NEXT DAY DELIVERY 
£4.00. PLEASE ORDER BEFORE 3PM TO 
ENSURE IMMEDIATE DESPATCH 

lOOO'S OF TITLES AVAILABLE, IF YOU CAN'T SEE 
THE ITEM YOU WANT PLEASE RING AS STOCK 
ARRIVES DAILY SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES 



SONY 

PLAYSTATION 



Full range of 
games and 
accessories 
available at 
britain's 

lowest prices, 
please call 



£276.99 

Actua Soccer £34.99 

Alien Trilogy £34.99 

Doom £35.99 

Need for Speed £35.99 

True Pinball £33.99 



MEGA CD 

Mega CD 2 + Eternal Champions £1 14.99 

Battlecorps £12.99 

Brutal £19.99 

Earthworm Jut £25.99 

Ecco2 £13.99 

Eternai Champfons £ 1 9.99 

Final Fight £14.99 

Shining Force £24.99 

Slam city £24.99 

Sonic CD £19.99 

Soul Star £12.99 

Theme Park £33.99 

Thunderhawk £17.99 

Tomcat Auey £14.99 



Chaotix £22.99 

Doom £22.99 

Fifa '96 £22.99 

Metal Head £27.99 

Mortal Kombat 2 £14.99 

NBA Jam Tournament Edition £ 1 4.99 

NFL Quarterback Club £17.99 

Star wars £24.99 

Stellar Assault £29.99 

Toughman Boxing £7.99 

Virtua Fighter £22.99 

Virtua Racing £22.99 



ATARI LYNX II ^i'Om 35* 

Lynx |m flflnj JS. t) 
fnv uixtor £11.99 

LMnrjfa £24.99 

Chess £4.99 

Desert Strike £19.99 

'irWIjOT £12.99 



" 70 Titles Available * Accesories ■ Call!! 



SO, LIKE, WHAT'S THE POINT OF 
THIS LIKE, FREE CATALOGUE THEN? 

Well, it's got news, reviews, 
competitions, free gifts, puzzles, 
letters, new releases, cheats, 
charts ana 1 more stuff like that. 
And it's FREE! 
SO WHAT THE HELL ELSE DO 
YOU WANT? 

GET YER GAMEPLAY CATALOGUE HERE JUST 
A5K WHEN ORDERING. 



Please ring to confirm availability before ordering as many special offers are limited stock & some games may not yet have been released. 



GfiMEPiilJ 



?j< Cut out this order form and post to : 
GAMEPLAY, 513 BRADFORD ROAD, 
BATlfY, W. YORKSHIRE WF178LL 



Name: Customer No:. 

Address: 



Postcode:. 

Tel: 

CashD 



Cheque [ 



Fax: 

Postal Order ~ Card ~ 



Item 


Format 


Price 






£ 






£ 






£ 






£ 






£ 






£ 


Postage is Fill tor oil orders shipped within (he U.K. DO O 
Ove-seas postage - £2.50 per software item. Optional NEXT w 


£ 


DAY DELIVERY available for £4 00. Please order ■ 
before 3pm la ensure immediate despatch. IwlAL 


£ 



Cheques payable to 'Gameplay'. 

Prices correct ol lime of going to press. E & OE. 



Card No. □^□□□□□□□^□□□□□□D Expiry Date □□/□□ Issue No. □□ 




Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



